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the world of the 
cerilian wizard 

C ^rili.i i.s .-j Lind touched Lsv in,i git— 

I'Ortl ill 1.1 ■ breathed hi, ’i:| 

regents Ml each grain of uiui {lulled 
by crashing wyve&. The continent pois^ ■ -v- 
great expanse!; of tecrilufy where endiuiinmuiii 
lies soft as a child -. whisper; deep ennyevns 
wfu re .ircarit cnctp r thunders -i >-1 nn and 
vibrant through lb; earth. 

Most of <!" 5 ?riI ;-j "s people look upon i base 
etKTftics with ;r,', n .i]iiL respect—mixed with 
bar. supcrsril ion, und contusion. A Few indi 
victuals, however, understand the contint-ni's 
mystical [cnees, i ■ It intricacies and nuaiir-es, 
their place in run ure, And Fewer still can com 
intend these forces—charm el l hem imo flash¬ 
ing butsls of energy that fill ih* ni-ght sky, 
form, ihsiri into cracklitvE: holts of liplitriing 
that foil revmsIer*. fashion them into invisible 
barriers that keep foes aL bay. 

these wHeJd< > S ol maypL.: are Ccrtlui's wizards; 
a d ve nt u re i s, a < 1 . risers, and k i n gs. 11 toy ii i e 
r Li lets whose spells ' = ;i ve Lite power m affect 
ihc destinies (if thousands: fchev ate simple 
magicians vcho lusI illusions to delighi crowds 
they urv Immans. half-elves, and r-Les who 
use VnayecraiL to shape their world 

how to 
use this book 

T hr itimii nj iVlfog-t cru^f is tlesiftned for 
players of W’i/,ar(I eharacTcr.n in. triL- 
BlJinrEiftieyH i L.mnpaign itriimq. These 
pj-geti describe thfl sac rets of sources and lev 
iin<-.s, strategics for hull ding jnd nu.trttain.irj5 a 
magic;il dunam. t-pelln and magical ifoms tpe- 
cLJic tL% 1 ho continent of C.ertlia. artifacts ui 
Drismiiar, and new realm spells and hatch spells 
to help player characters ■ PCs) conquer cLe 
world link bnuk alio explains how rhu st.ii 10. 
ana philosophies ol wizards vary from j.iiv 
race, details I he unique magician characrei 
class, describes lic.uvi 1thicsl creatures rintfored 
to grant h-non* cn wi/ards who tind l.hum. and 
discusses the study ot magic in Cecilia 

In shore. this hook offers a wealth of infm 
(tuition Lo help player., weider*lund. Lhc mysteries 
"I Cerilian magccraft and develop powerful 


dLiiucivis who wield both maj^c and influence. 

Ihese pages also provide plavcrs and 
l>Lingeoii Mustert (DMsj with advice for adapt¬ 
ing ma «ie-ivl,rn:d nmterial from other products 
to the iirm"NKH::m wilipL. U.i help make those 
spoK*. items. and concepts true lo the unique 
magic a I atmesp h eir o f C e riliil And t hrs book 
sunUrtarinss some essSiUkil magic intWrtatfon 
Imm lhc l! 1 .- 1 Kli 1 hoved set pq'O'tfkJfbiij playera 
aotl DMi with a single; (SpinpiYeheilsivu source ol 
IrilortTailk.’n about Cerilian magic 


Although the information press med |i, r e cm 
be adapted to any campaign world, players Or 
Lhei r D Mi a tiuuld l „ 1 ve l Iil I i 1.. 1 ih ■. h I i )o \<■ d 
>«■! got the most one uf > lie H<y>k < T .Vf iigecru/t ■ 
J hey should . 1 1 so have the AD&D game core 
rules; th Hi v:,:.yqy VJ>,ST£fl ri Ci^uc l>bhrevi- 
ated DMCx thrti11 tj 1 1:l 1 l (It)ii book) and i'foyn v 
HiiFtcibtwfe lahhiv. . ifsl-cd PHB). Kvep in mind 
Lhal the uiformatiDU preaentad li^re i, opUonul— 
Individual DMs may decide ar thmi discr^fion 
whether to Introduce anv of this material Infi> 
ll'ieir own catnpaigns 

abb relations 
and notations 

E h 1*011 tihiULi |J*iiv book, references ar^. made lo 
province levdb -irul magical holdings {sources), 

I ‘or a J 1.1 11 dkcusviort u: provinces and hold¬ 
ings refcf tothe BEU'JuaiGirrfhdlehook. 

E-lowliVe-r, a quick review of njfrcations 
.'hc*- - .V i.. Id.fed withholdings Ls in order. 

J!k nfL'itivc sirenglh ol holdings is, 
dyr ; . ■ i-d by levels : the higher the le\'c I, 
tl'iii sitouger Lhc holding. Holding levels 
tire noted in parentheses: a source (!i), 

Iol o'cjinpla, Pnu inte JeveLs and magic 
potenria! are also iioted in patenLhcsca 
following the provin.:^ o-nrw. Hills thu 
notation "Ahhatunr (If/dinrikjtas rfmi 
Ah ha ILi oris province level (rhe uvaKimm-i 
level lor a law, r/Jild, or temple liohllng) i:- 
3, while itiv magic potential ^the mavl- 
iiiLirn possible level fora source; is 4, 

Non' that hecsu^c thj>; bor>i. i* 
designed for players a> well ns 
DM-, maul NPC alignmeniR 
llilve not been given, llic DM 
is fre* to assign alignments 
nt his dlscfetfon. 
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fundamentals 
of ccrilian magic 

S pelleaster? art rare lji CerLEia. Though 
the I i’ri Id cm s with miigicn] energy 
v a|[td tiit(rneh-VAl, F. !■ few know 
how lo access it. And fewer ill understand 
hpw to control it. 

I here arc three types. ol magic in Cerilis— 
lesser magic. (fite magic, And realm magic. 
Each has diffeteut uses and is important irl its 
mn riglu. Th ey differ i n the amount o( I-nowl 
edge about and control over mebKiighJ chat 
their peu i ii ioncrs must e\erciie. 

Lesser njagic is the most easily mastered of 
Lhe three, Magical energy encompasses tcrilia 
so thoroughly that even unblooded individuals 
can access a Little of it if they possess sufficient 
intelligence and devote some time to the study 
i,sc the arcane .iris. I ■■sser magic comprises the 
schools of illusion and divination; its sl.iiderus 
ate considered Speciali?ts in hoth (heH( schools. 
Masters of lesser magic can Also cast I st- and 
iiid-Level spelis from all other sjiools ol magic. 

ilpellcastei's capable of wielding only lesser 
magic are known as magicians or seers. Lhcv 
uws their illusionaiy abilities to delight, doceiva, 
and delude: their divination spells Lo learn. vdiV 
firm, discover, and predict-, [hough unable Lo 
command true magn , magicians can become 
very powerful in their own right through 
ildvancgmcnt in these LwO schuuis. 

Although any character capable of wielding 
true magic can also command lesser magic, 
01llv humans can become magir ia ns. l urcher, 
Inimjins need nol be bloodied to do so. For 
11 ;m; c informatiun about 1 ! 1 i■& unique character 
uLilSfc, .seethe 11 Magicians and Seers." chapter n-L 
this hoot' 

Trut in.%gie requires great luiowledge of the 
continent's mysticnl forces—so 
much, in fact, that fewer 
an 15 D spell- 
caalcrs in all 
i_eri[=,'l Cit.i'i 
wjr'.ld true 
ma gju, 
Further, 
ii true 


wizard musL have a 
bit of arcane energy 
heating in his 
hearts in the form 
of elven ancestry or 
a l>eismaar blood* 
iina. Only elves, 
half-elves, and 
blooded htunn M 5 
can command 
true magic. 
Unfortunately, 
many awmshcghlien 
wh o were once 
membefS of these races have retained their Spell- 
casting abilities in their tiew, cunmpted forms. 

True magic comprises Lue schools of wizardry 
chat : ;re beyond the grasp of mere magicians 
{abjuration, alteration, coujuratton/surrtlttpning, 
enchantment/chamt: mvocatian/evOCA s ion, and 
necromancy}. Its command requires a deeper 
underetanding of mchhaigfil tllilM that whirl] 
magiciJus cun attain While prActitioners ol 
lesset uj.igsc simply know about the csusienct; Ot 
mebliaiglxl and have found 1 few ways to manip¬ 
ulate it. true wizards arltlAliy comprehend its 
nature 1 hose capable of wielding true magic 
must study diligently and seek instruction itom 
iiccomplished true wizards to beCdroe masters 
Of high sorcery. 

Wizards ol true magic can cast Spell? from 
?ba schools of illusion and divination but can- 
1101, specialize in therm I’heymay. however, 
specialize in any nsbei school, or elect to 
become gcucralisIs■ 

Realm magic demand? not only nil under- 
s hi tiding of mcbhaighl but a symbiotic connec- 
tiufl with the land ll perineAtes. As sucb, realm 
uuLgie is the most puteni -il all sorcery and can 
be commanded by only regent wizards wlui 
Conuiol uilc or more magical holdings. These 
Fare spellcastpr? summon tile magical energy 
ol the laud. air. and 1 . channel it through 
the-ivw elves. and release it back into the world 
in rhe form of awe-inspiring spells that can 
raze castles, summon undciid lugionj, and 
close oft lands to outsiders. 

Realm magic, is sn complex 1 hat it requires 
one month Lb cast and demands intense conccn- 
tratioji and effort- Keter Lo the "Sonnies." "Let 
Lilies" lid "Realm Spells" chapters of this book 
for further dis-^ussLOJJs ol jealm mngiC. 







♦- 

Ji Lt S|]id dFrttmjf CcTiticmS tb&i 1-VL2i3+d.'; differ by 
the r.ckooh 111 rticljgic they Study, (be SJImI-T (fcrv -VC k 
for [bemseEvej, ii.'iul (he compdwy they keep liui 
uibmc lt■’:. wj&tirrfr Jr/trid (bc’nscJves hy vd’ere 
they some from -n'ho they **rc a red ivtiii iattd 
they TT Piowm. 

Elves, the fifst rn hare embraced magic, 
remember a time wbn« they alum understood the 
werrts of 

Half-elves. (on: between in'tid-,. often study 
magic wf-lk their elj (iff threw bur expand tb$i? 
studies to EftdnJi' human magic as urii. 

Ann irena n jurdi i^vefe? rw a region ravaged 
by eti'il mtr; someittiies believe they Owf n ciebi to 
ike ('and. 

Brecht rare amittg lb '.-ft peupEe, treat 

their unders:finding of magie ns an asset jo be 
exploited mid ecmimljed for their benefit. 

K hi n aii strrcc rers revered end admire*' by 
theif tV/Juif ciiiitn&i practice mei^tt openly ire 
tfseir l£;v-i£j,!i!.v 

Wjwrifc .tpelkaitert. distrusted by their kinfolk, 
jomeJEtfliSJ envy ihe retpact and acceptance 
enjoyed by dmfrfr 

Vet iFiii^iL -ivii’JiiM'T', my.i^TftiNi to the\r aim 
(niupi'e clnd considered Jrarbdhie by Vlbets, are 
feared by liu. 

SMrpc.T-sijiJS their many differences bcuvcv-fr, 
Cm'Jiiis vewhc^ *?JJ ifcrtnr a comireore bond: 
tkint for krtOwted%e of the ftfcejn^, hjjjj thiy 
cmbvaw niiri'ry ‘n'ith ibei:- '’carts and tuind\ 

-♦-- 

E ach race interilia has its own attitudes 
toward and philosophies of magic:, Cul- 
Lur-ei vary widely in their acceptance of 
jipelk'asLErs chcir beliefs and assumptions 
a bon L magic and those who practice it, und 
tlitrir opinions about different schools of 
MUgic, Values! tradition, and experience all 
contribute to a culture's magic ideutugy. 

This chapter explains each x p e Elea s L i n g 
race's cultural attitude toward magic, from 
haw tlie common iolk view wizards to how the 
wizards view Lheir Craft. Each section, also 
describes cultural biases regarding Lhe various 
schools of magic. Spaei.1 1 is| wizards ul the 
rice usually practice in the "favored" schools; 
generalists scIccl the majority of their s-pclls 
from these same schools "Unlikely" schools 
an- I hose noL favored hy r.he ( H u\e. though a 
ffiw Ilf tkn more lie. fill fpclU of I ii van &rhooli 
:. n. be to un d i ft hi gh c r I e* a I y,- izn rd s' tpe 11 - 
LhjoJcs. Beginning wizards seldom know many 
Spells from Lheir Faces' unlikely schools, and 
specialist wizards, of these schools a re rare 



indeed . Wizards praetiei ng the m.lgk of 
"shunned" sell no U are often 11renii frelvrS 
shunned by other spell casters and ostracized 
hy 1 hoir people; many times they are looked 
upon ns .ilierr.i? iorii. or evildoers I biu does 
not mean PC!s and N'PCii who use spells from 
these schools do ElOt esLtsX it iu&t mtani Llie> 
arc rare and generally considered, suspicious- 


elt;es 

N: 


"early ;iS old as the continent itself. 
Cerilia's i j b c.s live in peitect harmony 
with oanire, Tliesu iinmortut beings, 
who call themselves !hc Sidlmlien (StlEE-lin), 
understand bette r than .niv Other race the 
mysteries of mebluighJ. 

Hie etvert creation story Leaches that the 
.Sid helieu were formed from the union of 
Cerilia's tour elements: earth, air, fire, and 
water. Chili iren oi nature, they embrace all that 
ii ol the natural world—incLudingf magie. ! lie 
elves Learned early howto harness mebhaighl 
and use it as one of the land’s cn&igy resources. 
Migie is as tamilbr and nonlhncatenmg to them 
as windmills and waterwheels arc to human? 

Although all Sidbclicn have within themselves 
the potential to wield true magic, only a few 
e.tperienct a "calling" to hecocne wizards. Still 
fewer possess the load lines that allow ilieni to 
cast realm magic. .So while magic is fafinli.sf to 
the Sidhcl ic n, it is not e nm nsoi 1 place 

Sidhelien wizards, as be ings who command 
msbllAi gill, hold poaition-s of respect aod indu- 
e nee in ell .iJinm uni ties. They .serve a role in 
society, insr as faelfntf hers). phUftsOphets, 
artists, political leaders, miliUuy ynnlmurule^, 
and others ijo In time? of peace they use 
theii spells for the Iwflerrnerli 
of the communiiv; in 
times of w-at they 
«Hc!d the it magic 
in its defense. 
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lilvcs peeler subtler. aver Urol* and 

thus favor mdgii" li-bools and spell 1 ' that bring 
d'iGm closer ..-Hire .As s resnii, they repudi¬ 

ate nc cranial lev Any f 1 i tv hi* casts dealh 
magic '&&> the censure i.'i lii^ peers gntl risks 
ostracism from the ctiminLlrtiti. 

Elves w?'iinm cast ifustls or the ccntjuf*- 
tidn/suioimoning school because such * "Night 
ccmr'li: !■. wiih their belief in the free will of all 
beings. 1'lic-y also tend ■ shun magh of l be 
invoeation/cvcvLai ton .school, bccemce it a an 
w. j't fore ins f| l mnl> niighl mlo 1 In' envirou- 
mcm Elves i onsidcr alteral ion a bending — 
nol brt'.lliin^—of natural laws, and theft 1 fare 
considei magic of that school jccc-ptablr. 

Favored school i s}: enchantmeni/eharm, 
illusion 

L 1 nli k e Iv school^*); u>n juration'smtlrzoning. 
ifivoCLil i 01 L'etincal ion 

Shunned school £*h rieernmanev 
’When elves cwst magic, th*w :in-e a tech¬ 
nique known js s^iJipiig—a mein die chant 
that, Combined ^ r ith the normal musical qual¬ 
ity pfclVHtt voices. soundr, lihe soft singing. It 
is said that the soumi of .rpfJisonjg cun mwe 
tslepi^fs in tear?- 

Elves practice caul mu when -.. Spells that 
could I i-i mi nature Accidently founiill£ S section 
ol Llif ivilde iTvesi through a carelessly Ht fireball 
or £rghi?fing boil would l .hjsc great menial 
anguish to both the caster and the Sidhehei* 
Cfi m m uh l L y I r, d e.e. rf . elf v.-i:; a rd S hav l- b u en 
known to |m. m 1 down spetkasters. including 
otIic: cU'c.s, id in have ruined ■* wooded gl*n 
[hrough neg'iue n io . Sidheliun wiv-ircis believe 
there is always rtmother path, another spell that 
iMii vanquish" i i toe or accomplish ,i feat vviiholil 
damaging naluif 1 enchantmcntA b.irm spulli. 
th*y have learned, Affect cither races quite wot 
Although Lhe Sidheticn never sleep, their 
wi/ ird.s require i d.iilv period i meditation 
jin', s-mdv, SpeiL-isH is seek solh ude during 
ibis lime, often rein ruing to u favorite: locu- 

1 in.which la i n e mar Lae their spells and 

uttune themselves to fierilis s- arc^n-e forces 
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half-elves 


rhf ability to command niiigic ctisilta more 
easily to elves them to any other race (ii> Cef- 
iUii and the Sidhelien have learned to gLiflffl 
I h e i r sec rets c arcful Lv. 11i o ugh <we r fb e c e 11 • 

I hri-es ell Vi'iz.3rds have occasionally ‘harod 
I heir art:, with balf-clveS and—eve n m*n= 
i-. i r - ”y — with humans, mo sc elves view with¬ 
holding rrw.gsi, ,i| knowledge as a matter of 
national dt’fei FF. f. regan humans with 
suspicion distrust* end d.sd.iiu. Wh+iri ;cm- 
tldcLing research or dcv^loftng nesv skills, 
tilv-ss will always seek the counsel of otliea 
fclve.S I'ttforir I Liming to a pellc asters of different 
faces, Under pressing need, however, tin. pur¬ 
suit of rtiugic- could Lake a wizard anywhere. 

F,i m■ icuwi 1 Sleicrdigh represents a typical 
Sidh+d rtm wizard 

Lamonnal Sleierdith 
4 ib-leve i €\[ wizard 

AC 6; MV 12: bp 11- TkAC'IO 19; wAf I . 
n,jiLj- !db+l S IT D Jo, C ]1. I 17 

VV I 2 , C. Il 15 Bloodline: Eeyn.tr, major. 'VJ. 
FUourj .iiniities; animal affinity I major), regen- 
erolion, f££i stanee (miiHjrh 

Special equipment: fcrama ct defense AC .H, 
Lim ed oak staff - ]. 

Spells: affect norntul fires, charm person, Sui 
heiieri henv; ?#y of tttfetbk we rtf, Wrt-re, 

Proficiencies: Staff, Direction 5 «iise, 
R ead i ngAV riling An 11 jreti 11, Remit flgAVr it in g 
Elvish IJcypa Uj^r, !Sp*lI ■ mLt 

Description: Farncmnal alnudj nearly 6 feet 
tali, weighs I ifl lb?, , ,md has long brown hair 
that hangs l.oow aboul IliS- shoulders. Me makes, 
his home in Turirhieyd where the elves must 
keep up iluiii guard Constantly iesl Lhe Gorgon 
turn his baleful ga^e Uldr w iy ot Llie humans to 
the squill grow luo ambitious, Fiercely proud ol 
hi? Sirihdi'"' ancestry, EatrtonnaE undertook the 
studi os 11irigiL Lo help his people defend their 
land and wavs of lift fnun lli^se whpwouEd con- 
41.KT the Avh Lnmvnde. Hi? keen eves it: In .and 
1.Snick refleacs have already earned hhuionn,il 
(111 1 notice of Prince Fhileracne, who 
..i -■ l^rtd die young spcllc aster a 
n'iiKu position in his. court 


W izards oi split ancestry tend to lead 
split lives, Mott hall-elves are raised 
by their elt parents, and So tend LO 
ddop( lhe beliefs and philosophies ol Lhe Sid 
kfli^ji, Ye I hum-in hlonrE : m wring ihroii^h 
■heir iwics Seales 'her?? willing to entertain 
Other views 

Because Sirfhelieu reg.irrt hatf elvas a? 
their raven kind und welcome them into t.bcir 
l‘0jt ii r nunities, most half-elf wizards stud} 
under SiHlidten sofL erers, They study elvcti 
v[wdl$ (though 1 hey ■ in not master spHL,!,nipg) 
and clven score!? pf true mag ft They learn to 
rej-ptt nccmni.a nyy, to rfif.ogiii^e the free will of 
all creatures, and to respect i H iiiirr.. 

Such wiz.: i-ds, utter ?1 udviiig imoiyt: elvys. 

avoid casting Heath magic, Spells of so.. 

ing. and invocations that would infurc die land 
However, halt-elves generally v^iU not shun their 
peers ur hunt down someone w ho lei taose a 
fird-h-if' iq ilir- h , .r^‘' Their .hum ,311 half re;'Og- 
niv.L^ (hat .suMivi irpess such ■.p^ll'i are neoded (o 
defend oneself ind one's j.neppfee 

F avored sc hr>ol | s): l- 11 chj nit me tir/e barm 
Unlikely school(s b none. 

Shunned ^ehonl(s-|: necrntrivmcy. 

Quit'- often... ha I Solved Lrosh-Uriin in mtfny 
Sthoohs oi magic merely zs a point ol curiosity 
Occasion ally, balt-cls wizards will seek human 
teachers Lu broaden Lheir tnagical knowledge ood 
gain new perspectives. E uriher, many spend long 
hours studying the magical items and tomca of 
both humans and elves tv better under stand 
Lbeir own magical heritage and how Ccritia's 
arcane forces adapt differently to human? and 
elves, these wizards wish to synthesize the best 
of two cultures: one ih,v_ r eve res nature and one 
chat encourages ambition and growth. 

A small but 
increasing 
number of 
half-elf 
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wizards believe lllult tlii* Mend of human .mil 
elven magicol stasis and philosophies Ls itself 
unique uulgiv' which heralds the rise ut a distinct 
haif-elven culture. One mage. a KhinasL bn If-el l 
nFimvd Terilith,, has become a leading figure in 
i bit. movement. I bo child cd two half-elves., he 
Considers half-elves a race unto themselves, 
TerLlilb lias attracted a number of young half-elf 
spellcaHtcra who wish Lis serve him as appren¬ 
tices- Among them i> Ibrahim Jlaha, who offers 
in esamplv of il half-elf wizard: 

Ibrahim lLiha 
2rt*f-Ievti f;u[f-eff wizard 

AC .= 5 ; MV 12 ; hp LS; THACO 20 ; #A'I' T: 
Dmg Id I (dagger), 5 10, D IS, C SO, r 14, W 
14. f"!i 12. Uloodlinc; Mas da. minor- 
Blood ability: enhanced .sense (minor). 

Special equipment- ring qf protection +J, 
ivory-handled dagger (given to him by his 
human gr*,sr-grandfather). The ha Eld I e is 
CJfved in Lhe shape of a tree trunk, mid ;c set 
With ■'[ piece of onyx. The dagger is ill Life than 
300 years old. 

Spalls: sieep, anoMFir. 

Proficiencies: Das;}? 4 -' 1 ' Etiquette, Res fling.'' 
Writing Ba.sarji Ke.icling.'Writing Sldhslien, 

Description: Ibrahim is 4S ycuFi old, 
stands nearly 3 t'-seL 8 inches tall, weighs 155 
lbs., and has light brown hair that be keeps 
short and Carefully nimmcd. He favors the 
green ind brown cloches 0.1 ihe .SidhcLieu, 
though he often has them tailored Lo fit closer 
to Shines! style. 

Born of an Irtftishiere elf wizard ess who fell in 
love with a Kbinasi ntffeiemsn. Ibrahim 
embraced buLh Khinasi and bidheiien cultures 
and read as much as lie- CugiUl ,iI>oij 1 die histories 
of elves and humans. IMatlim is inn re readily 
acccptcci among Lhe SjdheJien than among 
humans, .md lie- suspects that 
were his father not a 
-i 1 nobi-rman some 

of I he 

wy| ^ Khinasi 

citizens 
would 
n^ac him 
worse 
tluin they 

Lil iT-scly 

do. He 
Le rvcntly 
hopes 
elves will 


become more accepting (jf humans, and that 
hiinuvTis will acccpl half-elves as openly as tite 
dyes do. To rhat end, he plans to devote his life 
in improving relations between the racers 

hu man wizards 
and magicians 

A S one of the rtK individuals lo CerllLa 
who cart command mcbhaighL -i SpelL- 
caster of any race inspires awe and 
sometimes fear in those- who do But understand 
chi- magical arts But among humans in particu¬ 
lar. aLcepLatis.e of magic and those who practice 
it varies widely from culture to culture Unlike 
the elves, who view magic as a natural part of 
daily life, most humans believe sorcery to he mi 
essentially unnatural activity. 

Some of the human races— especially the 
Basarji and Mjsetj,icis—were familiar with 
magic long before arriving in CeriHa- L pon 
emigrating to the new- continent, their spell- 
casters discovered a lind rich in magical 
energv- Over the centuries they learned to 
,:hanri"e!i Ce?ilia's mebhaight TP work more 
elaborate ertth^fitments than they were pre- 
vin lls ly able to cast. 

Other human races were first exposed t-0 
magic when they encountered the SidhOien 
Some humans, who carried the poLecltial to 
wield magic felt jl spark ignite within them 
upnn nh.serving Sid be 1i an wizards; they 
watched .and imitated rim elves until they 
taught them Helves rudimentary JipelLcai Liu g 
A few iare. extraordinarily handsome imii- 
vidua lit found acceptance among the elves 
and studied under Sidhelieis sorcerers before 
mortaring human encro,U'kitten! in elven 
forests irreparably sundered relation 
between the races. 

Whether human knowledge of mngse h-i;S 
hcneflttcd most froilt human minds that seek to 
push boundaries Of from human hearts forever 
driven Lo accomplish more, no one CitO say with 
certainly. Regardless, human-S have shown a 
passion for enchantments and Jlfl aptitude for 
spellcasting that rivals that of the elves. 

Each human race in Cerilk'i now has spell- 
caster 3 of its own, though welders of true 
magie. r- main rare- BvtaUSt most ■ omTonruJU 
regard sped Icsste rs with suspicion, human sor¬ 
cerers tend to keep either tbeir abilities or 
themselves out of the publri eye. I hey study 
metric snd prepare plans with only a lew 


m 
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A^- 




trusted individuals aware of I heir actions, 
Even "cuiirt wizards-" seldom appear at 
Court Onlv landed regent wizards- can be 
loo-atecf with relative ea.se —and that is 
because most bf a domain's populace knows 
where Lu line! its ruler 

Human spell-casters dress according to their 
I >eis L 'i['j:'i I i l,if L ., Uivtes, imd cultures. Many rarely 
wear anything ih-M givet their profession away-, 
ch dosE ng instead to Look like s-e h n I ;i i* s or 
rogues Occasionally a powerful wizard will 
dress the part his reputation has earned him. 
Tboie u ho wildly embrace a lifestyle filled 
willi magic, particularly* magicians who earn 
their Livings entertaining crowds, often dress 
in it milliner designed ca draw attention to 
ihttbseheS — -dazzling robes, elaborate cloaks, 
and jewelry worthy of their sLuiott 

Most of the magical items unique to Cefih.i 
wort 1 fashioned bv human wizards. HumsHf 
are more likely' than elves to have residences 
inhabit: lor conducting the research necessary’ 
to enchiJtLl such items — stone towers and 
chambers sturdy enough to absorb the confid¬ 
ent He ojiergfes released Humans also tend to 
Wfie on more apprentice;; Lhan do elves, assis¬ 
tants who aid in their research 

Unblooded humans who can never k clh>u- 
the pFcfisure^ of casting Irue magic or realm 
magic can saiisfo rheir Lit.stbd foe tlye arcane ,|S 
magicians and seers, boi 111011: ilyforiJiatioi] 
about this chgojcfer diisi, see I hr 'Magicians 
and Seers" chaplve uf this book- 

anuireans 

Most Atmirerm wicarols Conte irtirti Lhe ranks 
of the nobility younger iOns of younger sons, 
parrying Hmflg bloodlineiS but weak claims to 
hub and fortune, Free of the responsibilities of 
scratching olj I ,i living, members ol the noble 
and gentry classes have the rime and money 
necessary lo devote arduous hours to tlie 
tftudy ol magic, 

Some nol?le scions Lake their studies sert- 
cusly etJOUgh to become wizards. Others, 
though ibey may have the ability to wield true 
magic, prefer ttl metfcly dabble in the mystical 
.nts .is nirt : ,;T. hint- When commoners don the 
mantle of sorcery, the) too be01.me magicians., 
More than mages of any other human race, 
ArmtrtWtn wizards Lend Lo Cultivate an interest 
in politics, As hl'istO-'rakS, many have relatives 
:n contention for the b'Otl Throne of control of 


smaller duchies and earldoms, 1 l not unusual 
for ,1 powerful '-vizard Lo use his abilities; and 
influence in support of his kin. 

Other spetlcs.sUo-', to he greater interest iri 
politics on the local level, where free fanners 
and craftsmen have strong yniees in she rcpera¬ 
tions of com mil iiiti*s and lhe handlEne of vil¬ 
lage issues and concerns. I hese wizards and 
magician a are svn’.patlictic tn the common to«k 
and use their spells lo aid diem—when asked. 

Most Anuirean wizards respect those who 
make a living off the land or through crafts 

Some ot’thejm purchase pot Eon vials from 

specific gl H assblowers. robes and cloaks from 
favorite seamstresses and tailors food from 
particular farmers and herders, Anuirean 
commoners tend to admire (or at least 
respect) cbe nobility, and extend this regard 
to wi zards who practice no !> fo jj r oblige. 
Though peasants might fear a spell caster's 
power, givc-u sufficient encoilrag^nieni 1 hf_y 
CujL Come 10 trust hlitt. 

As beings In touch with CerUia's me- 
bhjiglii. Anuirean wiyards realize the toll that 
civilization imposes on nature. Lhey also rec¬ 
ognize that the civil wars which followed the 
Empire's fall inflicted further damage on the 
land. And so in times of peace, some wizards 
turn their .skills toward restoring the land in areas 
thar hea 1 the harshest scars. 

rinvigli (heir feelittg for di* bind is second 
only to thal ul eli spellcastejs, it is a distant 
SeCOtt 1F —AntliorHn wizards love powerful invn- 
ccnLoiVevocacioo spells (though they try ns use 
them sparingly') 1 They like greater divinnLions 
as well, though they disdain enchainment/ 
chi!run magic a$ dishonorable- 

Favored sclioul(s)i greater divination, 
lnv o catio n/ev □ e at Ion 

Unlikely school! s)i i I Las Lots, necromancy, 
Shunned school! s)! enchantment^ 
charm. 

Anuirean wizards and magi¬ 
cians likely have at least one of 
the following nonwie-Hpon 
profkienei&s, taught to 
diem .15 they grew up 
and before they 
grew Into magic; 
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Animal Training, Hanning, Htiquetre, Heraldry* 

I [uni in£, Luc-il Hisl-ofy Modf-m I .anguages, 
Rcadin^.'Writi h g, and Riding (land-based) fliey 
have learned to cany over aim!: of this- knowl¬ 
edge to their magical profession; Education i> 
Fevcral languages enables a wizard to read the 
[tragical writings of many races; etiquette: .rids 
him at court functions, 

Many Anuil ean wizards, receive their mag¬ 
ical training at the Royal College ol Sorcery 
in the Imperial City of Anuirc. Others, par¬ 
ticularly those from titled families, study 
ij n rte l' private tutors —wi tarda hired on 
retainer. Aspiring spcllcastcrs from lets well- 
U>oin families apprentice them selves to local 
mngea of note. 

Anuirean society values family, ami its 
wizards generally shine t-hiss view, U is rot 
uncommon for an Anuiwan spftUcaster 
to marry. Many speHcascers school 
at le-nsl erne of t.licir children in 
jb? artR of rnsgic. 

Richard Garihrad reives 
as an example of an 
Anuirean wizard 


Richard Garth tad 
2itd-Uvet Auuirtv?? 

AC ID; MV 12: hp 8; THACCi 20: tfAT l: 
Drug 1 do {staff), S l 7 , D 14, C lb. I IS, W 
!2,< h 111 Bloodline; Andoiras minor, 17: 
Blood ability: resistance (minor}. 

Spec i a I equ i pnront i blac k riding I to r?,e ■ £ 
gift from Richard's father. 

Spell s: inflate missile. x.burfd- 
Proficiencies: Staff, Heraldry. Reading/ 
Writing Ann [rear* Read lug,■'Wri.lme Basaeji- 
Desvfipiinn: Richard stands 3 fuio, I I 
inches 1a!l and weighs 172 lbs,, with dark 
jgreen eves and reddish-brown hair, At a young 
ige, Richard discovered an aptitude fur mogic. 
He suspects he inherited his thirr-l fol iho 
I. l ,iru: from his father, a noble n ho dabbled in 
magic as a youtb hefure i nh et !ting a min.oi 
title in the court uf Wnil upon the unex¬ 
pected dealt oL In'. nUkr brother. 

When Richard lut ned 16. his father Stilt 
him to stud* at i he Royal College of Sorcery’ in 
the Imperii!:' City of Anuirc-. Richard hat been 
there Lhree vvmvs now, studying diligently in 
hopes uf b^vonii ni: a wizard pow£rful enough 
to aid hi* fatbsv’s liege lord—■Darien Awan —in 
his claim to the Iron 1 Svtone 











brec Tits 

Brecht wizards rcftrct the nature of RreeHtlr'j 
m e I't.i ti l-rl-e soc iet > \t o st p ro s po ro p? Re eg h l 
reaims lln-Lve on tr-aelc. 1 wirh other realms all 
over i !-s--i i,'i, As a result, Brecht magician.? .me! 
wizards orten learn s-pells and magical prac¬ 
tices from a variety of snerevt,. but Lhe role of 
inngii «rul its wieldcrs in Brecht society is 
ne.,i i 1y always Lhr same: Magic is a ll^o-. ii-;.e 1o 
he- dew loped and exploited, usually js .1 com- 
pigment to other resources 

Brecht society I Metises on tree enterprise. ks 
strong gin his ami merchant houses diversify 
pnlhieal |5iaVr-er in Brechldr, which in turn makes 
the average i.nzen mure aware of his political 
situation than most tiinifl.KH'ifiP ot other CeriE- 
inn regions. Magic, too, is a mote COmmOu pari 
id Bfechtiirs economy than it. is lit oihet Linds. 
While ’here are fewer wizard? in rbese Lind? 
dian in A noire Or Khinasi, nowhere is it easier 
for a common ipellcjstef to cam a Irving plying 
bis trade. Magic guilds exist: divination spells, 
can he had for hire On the utxlcs and the streets 
of Fireehl cities; illusions and magicaL taEisnuns 
are available ior purchase; many shipping Heels 
keep wizards and magicians on ixt.iirmr 

Tru-e magic, hpwevei, is rare—and even lesser 
magic is rarer than ir sec-ms, F.ibe praCtitiuncry 
1 hd trie testers thrive in ,R reel'll Ot and failed 
spclLusters peddk ch^ir noryuLld nuerclumdisc 
to the unwary and ihe igru,nr j mi| 

In wartime, wizards md magicians supple¬ 
ment ihe armies -turf mmei- of BruchL lords, 
but th.it js pot their pvirrnny purpose, Inttead. 
the Brecht spa Ilea st-c f acts us cut adviser or a 
partner, casting -.pL IK . 11 ■.■ otd.ngh.is knowledge 
re camplemem hi? more mundane Lillies. 

Brecht wi-,;,i rds hnrisen t-u the wealthy ip 
particular, Realm spdli- and powerful magics 
require gold to case— and tihi-sI wizards do not 
hrpr'e nunraagical means for gathering wealth. 
Magn guilds pool their wealth, whih guild- 
misters £i| in nimagie associations hire or alls- 
themselves with v, iz-iirds In Brcchtiir, a sviz- 
jrd without tJ paiftm or other means of Income 
mi£ lit as w>-|l 11 n l have source holdings A 
pauper wizard is crippled 

Fireehl wizards live jp. I he world of practice, 
nut the world i>i tlieoiy, Mirgsc guilds are busi¬ 
nesses. and wizards rare com mod ides. .Spells 
chit EacTrstg crude and commerce arc valued, 
.end schools of magic thy I achieve these goals 
are promoted among studfljetts 


Most Brecht speHta si dr? are geii.er,' F bl.s- 
thc-y like to know- - .1 little lul of ^ eery thing 
because any type of Spell migln come in bandy 
They lavor enchant rncnt/clijrrn spells (though 
they have laws agisms: chomting potential ens- 
Lijsner,sl. as well as magics from the greater 
divinu lion a ch 00 1 B-c-ginning wizard.? rarely 
1e~rn illusions and alterations, a.s spells of both 
these schools can be used by an irresponsible 
practitioner Lo disrupt trade. But the Brechts. 
.1 metropolian people, shun no. single school 
of magic as inhtu-eul K n\i| or v-rcing. 

f avored school( h>: enchantmeot/chanii, 
greater divination, 

Unlikely school(s); IHuskm, alteration. 
Shunned sehooKs): none, 

Hi t:-, hi wizards dress! practically, having ittlr 
list! for IkmboyaiB garb (except when Irving 
1 0 impwsa the ignorant) They wear what the 
. ! iiuuU: id N i-v Miriple sleevelets liinies in 
the summer, wool leggings ,md tin hi the -,vhi 
ter, and 1 on k- sleeved garment? in the spring 
and early fall when insects are especially a nui¬ 
sance , Tlit men gross- beards when the weather 
I urns told mt! go cltvm-shavc-n when it warrna 
up III general. Brecht >pL j llcasters have little 
ii?i- b>r ornate jewelry, since iL really has no 
pi'acticAl piirpo&ii and strvts only 1.0 tempt 
ihVvyc, However LI:f ■. are not above.wearing 
a gaudy bauble if it es magical. 

Most native-vizards who leave Hrechiur 
become courtiers. hv?o IF rhev ii.ne tlu= skills 
necessary to live off the land, thev value secu¬ 
rity. fbis 1 s- not tsi ^av Breclil wizards never 
indulge 1 1 anveol 111 ing the Brecht!> -is 1 pu:- 
pie . re innateh cufinm; t.licij liagicijm? .ind 
wizards a re quiz k to e:sn m i n e u n si hi n g magical 
left behind by people of decades p-asl 1 Lev 
also have a passion for magical items of rT.-i.-n 
make, and have been known lu venture lot ih 
in sc.ireh of such items, 

Klsa Onrliidorf provides an example ol a 
Brecht ss 1 i?.,l id: 

Lisa OoL'indorf 
5liV-.!cvL'i Brecht nfissrd 

AC 0; MV 12: bp J-f I I1 AO(3 lit: flAl S; 
l>rng Id4 idagger), S 11. E3 1J.C Id, 
r 17 W |4. Ci! 17 Bluodiinv 
Brenno, minor. 24; BIoluI 
■ibililies; enhanced: Srcnsc 
(inenof), persLUsiun, 
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Special equipment: cJWk of p.nrLvrioiJ 
+ 2 , bra-:£rs of defend -C 2 , daggers. 

Spells: cowiprftfFT^ knave 

CeriZian origin, byprii>fistt r Khi^asi trade 
»oiiS«c: Cdukr's rEfirry shy. deeppocketv; 
ZlfecUu?T fitvforrri- 

Proficiencies: nagger, briquette. Rend- 
ing/Wriling An ll i:re-an, Re a din gf Writ mg 
Brecht, Spell cm El-, 

Description: The daughter of a we a 1 ll; 
cnert li.inl from MPdcn, Lisa studied magic 
.is an apprentice to the yuildnULSffci- of one ot 
southern Brechtur's Ltrgesi magic guilds. Nct 
an influential spel I V in her own right F.Ua 
has the pai.runiige of a lodging guild in the cit> 
of BtichltJjD. 

Al age 2S. she stands a feet tall, weighs 
Lba., clothes herself in elegant dresses, and Often 
decorates l«i kmg red hair with bows and strings 
i d pfjLih. She carries herself as i! sW- w'-erv a 
rohLcwoman r and canSeqUcfitly manages ta find 
liar way into mipdrtanl society gatherings. There, 
sbe uses her blood .ihrljiies and magical arts to 
negotiate deals <m behalf of the pyuld. 

hhiiiasi 

The Khinasi people ■ 
including the wizards who 
come frOm their ranks, are 
descendants of the proud 
Baaarji—the humans who settled in 
Ccrilia after travelingacross the Sea ol 
DragtHia. These L.tL5,diirk people have no 
fear of magic- and things arcane. In facr. 
commoners, Lahore is, a ltd nobles consider 
i he study of magic the highest calling an 
individual can have, and (hose who have 
a trace of the blood ul heroes .ire fer¬ 
vently encouraged Lu pursue s pellicaat- 
ing. Fledgling—hut promising wizards 
who lack the coins lor Speilbooks and 
supplies often receive as donations the 
necessary funds from businessmen and 
tradesmen, Magicians, arc not so aided 
I unless they show an unusual aptitude), 
as they arc more numerous, 
K hi nasi wizards hold positions of 
respect and admiration among the it 
people, A Kbiuasd ruler who prmiKSS 
the magical arLs is not umcntiOKui In 
some city-states the ability to cast a 

:-Ju:<l ■ l':! i L , 1 L T, .. WiV-* j d 

minor noble lids. 

Being a wiziird id K hi nasi 
society carries sonic 
responsibility ond protocol 


Any Khinasi apcHcaEterflbk 10 command tree 
magic Is legally bound (O journey lu- the Temple 
of Kilni (the Basarji ruUlte for Wuornil, god of 
jn.igiej in southeastern Kbinayi h is not an e.tSY 
pilgrimage: the amount of travel required 
Causes fatigue to even the most stalwart, and 
the Way is often fraught with danger. A few 
wizards have died Itcfore teaching the Lefiiple. 

The preparation and rites that take place at 
i he Ivin pie are seldom discussed. I hose who 
have journeyed CO Kiln know whet occurs 
there; those who are not called to the temple 
are considered 11nworthy oi learning its sclicl.s 
jhc uninitiated know only that after intensive 
preparation—both magical and Spiritual— 
novices swear the Five Oaths ot Service: 

* To obey the commands of the lawful ruler ol 
Lhe state, 

+ To preserve and protect all knowledge. 

+ Never co ratsv a. hand against another mage 
sworn to the oaths, except as commanded 
by chc liege in lawful war. 

1 Never Lo use magic to raise or cuciuiumicatc 
with the dead, 

* To destroy any wscldcr oJ true magic who 
doci not abide by diese oaths- 

Handed down [font the Masurium.., the Oaths 
of tier vice originated mine rhao □ thousand 
years ago. I hose called Lu true magic who will 
UOl journey to the temple and swear to them 
arc 1 1tinted down and slain, Quirad al-Dinn. 
wizard described in the "Strategics .vnd Tactics' 
chaplet nnd depicted on the cover of this book, 
isune ■’■iicli renegade. 

An AJlcScTit and awesome power hinds the 
wizard® l' the oaths. Some spellcasters believe 
Rdni. god of magic- is responsible: others 
iLLrihot^ the bond to an artifact buried deep 
beneath the temple. Regardless Ol the power's 
origin, it furzes any wizard v- ho takes the 
uaLhs to lh r e by them irrevocably—wizards 
physically effnwot violate the oaths even ii they 
wvinf to do so, 

Khinasi wizards, bind sometimes even DUgi- 
zians, are sought out as advisors t■ ^ regents 
and u'.her persons of influence. The people 
believe that anyone able to master magic has 
i nee Hi i^enee wisdom, and wit that cannot be 
matched by that of common dtiv.eusi—and 
that this; inUdleet should he used. 10 help guide 
the rir^t t%( I lli- InililmpKii jMPmpli? 

Because of l heir political ties, matty Khioasi 
wizards favor magical items such os crysftfJ 
imJ ft. hettrii qj tel&patby, heimi ul roptjpref^Hriins 
iunguctgc'S 3.12J reodim^ nUy-jj, and r;re Wi u] 


Erwtb—items rh.n will help in ! heir rales of 
tfdEviaers and diplomat*. Ell" course, ilisst* 
ileEni, like most other powerful magic talis¬ 
mans an Ccrilia. arc cvceedinglv i.ire, 

The tradition?-.of the Basarjj culture are 
reflected, in Khinasi magic. I‘he kliitiijisi revert? 
all magics—except necromancy—and beliewe 
all magical Schools arc equally g-oort. 

Practice, however, is often at oddi with the 
ideal, fillinasi wlv.ajrds pride Ihemselvcd' on 
their power and distance then)idv«j from 
letter practitioners (magicians}, The wizards 
love doing what no one else can do, and some 
of i licit Coni mat ion/summoning spell* ire 
mighty impressive. Wizards of this land dis¬ 
ci, mi illusion spells, since they are lessc: magic, 
hikI many even avoid lessor di si nation spalls 
Favored sclnKil(s); c onj Hr at io n/s-umm o nlng. 
Unlikely nehoolfs); divination, 

Shunned school (A: illusion, necromancy, 
Khinasi wizards arc likely- lo have ;ii least 
one of the following nomvEapon proficiencies; 
Ancient History, Ancient Languages, Ft I* 
quelle, Heraldry, and SpcUcraft. [‘hey dlOSS 
well, though usually not osicntatioLssly; tJhow 
who live in or near communities make u; a 
point lo purchase their dotllcS .mil supplies 
front local mo rehanis. Fvvn Khmaai wizards 
traveling in Other regions seek out Kh in a si- 
mad c items. 

Hasbid.r of rhe White Glove oilers an exam¬ 
ple of a khinasi wizard: 



Uivn magical abilities. She returned a changed 
person, having witnessed a sobering incident 
jn which one of her fellow- novices forfeited Ids 
'ife for refusing fo cake the Five Chillis She 
now understands more fully the responsibility 
that comes with a gift Such OS heiS, and works 
hard to renli/ie hur potential. 


Rashida of the White Glove 

4ih*level KbiHitti v.-kurd 

At: 7; MV 12. hp Hi TTIACO 19; #A'| J: 
Dmg kU (tUgHCT}. S Si, D Id, C 13. I Ed. W 13, 
Ch Hi. Hlooifline; Basa'ia. majior. '14\ Blood ahili- 
ii'-i: ■ hiLtii.cltr reading, unreadahle tlmu-chts. 
Sipt-Lial equipment: qlemc of 'pmiecfinn J 
Spells: .ipuiisf protectEcui front Gv-ff. ttftsceM 
savam. flcmtmg $pbe tc, ferrtaie 

Proficiencies: logger, Ancient History, 
Ancient Languages, Reaiiing/Wriling 
Anuirean. Rcading/Writ.mg Pasarji, SpelUraft. 

Description: Rashida is a slight woman, 
standing 5 lent, 4 inches tall and weighing 102 
llis. She covers her dark hair wi'h fi thin veil 
and prefers to wear garments of deep blues 
ind greens Though she is 27 year.*! of .igy, 
Pashiil.s ;ippcnr-j alnar 

When Rashida left her home, in Ai-ivm nine 
years ii^o Lo make her pilgrimage to Aw 1‘erti 1 - 
pie ol ftilrtl, she departed a f! irtatious, some- 
what flighty young woman enamored with iter 


rjiuik 


Rjiuik j i sop It.- Jo.jr rtlagic and. by .exLenjsion. 
those who aimftiatid it, Wizards of this ra^e. 
1h ere fore, tend to Jive apart liom other people- 
mailing ibeir homes on ihr outskirts. of village;!; 
or — in extreme cases — deep En the taiga 
forests. Only iIni who try to hide ■heir 

abilities can move freely in their cqimnu- 
niticK without di iiivinr; nervous looks, 

Often, spellcastctfs arc easy to pick 
OuL Jrom their countrymen, leaving 
Lhem vulnerable to criticism or 
ostracism While most Rjurlk 
people art broad-shiml-doTcd 
and toil, wizards have a lesser 
builil bcyxiuH? they arc n.evt a.’ 
phyblealfy active as LheLr 
-countrymen. Particularly 
stdflipas wizards luok trail 
In cnnopEirilon lo ilveir 


t 
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robtrst. kinsmen. IdowevcE, sohk uuiscuLil- -wiz¬ 
ards Lraill tVieir bodies as well as- theb minds 
and do i heir best to look like Ibeir fellow Rjurik 
These wizards are better able to blend in with 
tlw populace—so Soejh <is they avoid spclbastin^ 
wli^ii others can see them, 

Because of the self-saifriC-fetKy needed for 
sill 1 1 a .solitary' life'j a Riurik wizard likcLy bis. 
yr least two of the following praficientie.S; 
direction Sense. Pfe* building, Fishing 
HuntSng, Mountameeline, Set Snares 5peiI 
era tt. Stone masonry. Survival and Weather 
Sense. Those wizards who do not have such 
abilities are adept at trad log with merchants 
for band and supplier 

ttjurik wizihis have a hard life among such 
skeptical people, Their kinsmen consider I be 
magic of druids wholesome and valuable, 
while vvjzardh magic i- suspect. J he Rjm'ik 
honor nature, nnJ therefore they honor the 
druid s.pe I Sea ste r.s who are lied to the land 
Some wizards envy the druids • he reverence 
limy idecree: Druids senv ,m teachers andotlen 
;nt appointed leaders in(! advisers 

Like the druids, "Rjiink wizards also lend to 
respect nature. However, they are not above 
sending fhx-frdflV rucing across open ground or 
causing an icy Si 0 rue m rain down upon ene¬ 
mies when a siUmion warrants such es bylines. 
Droids generally Look Upon such actions with 
disdhiin, regardless of wiltlhet they yielded 
hcneS i ciyl results. 

Rjisril. spdkastcrs are nuled foi researching 
spelfe related to the weather, which includes 
alteraUems designed to make the temperature 
more lofei'ahle, spells r .baL can voiut move dam¬ 
aging lighting holts trorn lho sky. or gFeat 
incantations r.r> drastically change the climate 
of an area The wise ftjurik wizard fen ms and 
r.each«s. sp^lb *h.ic appear natural Alteration 
magics ,i rid con iuratlon/su mmol ling spells 
sometimes rese.n i lie eftccti achieved hy the 
druid*- abjur-lfion spells often protect, rather 
chan destroy. Overt spell effects, such .is those 
produced! |w i nvocation.^ voca l ion -.pells, call 
too much attention to the spoil-caster. 

Favored schools}: alteration, conjuration,' 
stimimamng, abjuration 

I :ilikely schoolfe)-; nunc. 
Shunned soliooI(s); 
i nvecatioru'ev ia I in n, 

I he hljurik people piece 
greaL importance on 
i'tuiiLly. iU>ii n i-.-j-rds 
share l;ii-S value. 

They believe 
Lherr work con¬ 
tributes tn their 


communities—even if ihe rest u! society docs 
not realize it> \v< h-?ji— and a eel. u» perpetuate 
both their bLuodlines and profession Ln choos¬ 
ing a spouse, it wizard must find someone will¬ 
ing to share lb* censure of their kinsmen. It he 
is luckv. hi* spouse will noi Only tolerate bul 
understand his magical calling: ideally, Ihe 
spouse will also have a bloodline so thal ningst 
will run sriTifig in die veins of their children. 
Brodrk Dondu.tr exemplifies a Rjmik wizardi 

Urodric Dentin hr 
Jnt-krtxi 1 Rjurik vdsoi-il 

\C 7 : MV 12; hp 9 THACU 20 e H AT 1; 
Dmfi 1 dGi2 l.mife+Jl 5 l r i 1) 17. C 12, 1 Ifi, 
VV 111, CJi. L4, Bloodline Revnir. minor I": 
Blood .ibiliii poison sense- 
Special equipment: Staff tel 
Spells: o/jec-l rtoimmi fires, pruferftofi from 
■jviJ: first itrifeu 

Proficiencies; Staff, Fire-bailding. MoUn 
taineering, Re ad IngAVriting Ri liven. 

Descr 1 ption: Brotl r k’ ot "he SiIver1 1 ead 
Mountains, though not statuesque as mos-. 
ui his kinsmen, ls fairly muscular and Mrl usu¬ 
ally puss himself off as a Kiurik traveler— nor a 
wizard He stands 5 feet Id inches tall ,nd 
weighs l^U lbs. His long blond hair and beard 
are braided and hang down to his waist 

llrodric understands his culture's supersti¬ 
tion s regarding rnaeeH. though he docs not 
slniie them. Lie embraces magic and hopes to 
find .l communily mote willing m accept bis 
abilities than was his clan oE origin. Id thuL 
end, l^rorlriL travels through Did Rjorik, seck- 
iuu,,i -. ill.ige he can • all home. 

VOS 

Vos wizards resembh' Miu other members of 
Iheir ml'i' —-tall and Lltit I-.-boned, with flnt fea- 
lures and sparkling eyes—so ml Ifesl glance 
Spe lie,asters cull not be picked oul from then- 
enuntrymen, Bui unlii^e the I- liters and war' 
riors of Vnsgusi'd who shave ibcir heads m,: 
sometime-s tlecoraLe iheii bald tops with 
designs of fierce animals or winged beavts. 
Vos wi/nfds. tend Lo kueii their hLiir- and 
keep LO themselves, 

Those who study Ihe arcane arh arc lar 

friiin f ivf.rl by the [mplllaCP »*s -i whofe In 
fat’. I bn i ii.■= i or i tv el Vos iilll-;. and women 
ro’za rtl $ pell casters wit h supers Li tioii L11 e y 
avoid wizards and magicians, and soniciinies 
even evilc them Iron' the tribe f he Vos treat 
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their wizards v.dl_h marc animosity ihari Riyrik 
people d.i>. Because th.cvjnu.si: he ahh to snr 
vlve on Thtdr own if ban b bed, Vox wiKinds 
likcLv have ,jL. I edit one cl the following imfi. 
decides Fishing, Hurling, Kopc kse. Set 
Soares, Survival- and Tracking. 

Some Vo:- I ear apdlcHstcrs outright and 
Kang charms or images of their gods in then 
doorways eo keep the wizards away, Many 
elders believe wizardly magic .mgerS the grim 
t’os gods rind riilts bringing plagues and 
famine upon ihe people an punishment. Si my 
sav to case magical incantations is to insult 
the accepted Vos tlerival spells and to insult 
the p riests. Wi yards I hey believe, do not 
enjoy the blessings of the gods and must he 
watched careful I v. 

Vos leadens, war-chieftaios culled (S^rcvos., 
openly ihun cairtcrj; of true magic ■ Some chief¬ 
tains hiiVfi gone so tkr ns to hen wizards from 
Iheic sight. Few will order a wizard's deatEi, 
however, as they lear retribution. I hew hav$ 
not forgotten [h ic centuries ego. thecr auccs- 
lors worshiped lie god oL moo it and ma^ic. 
Though they tuined ,i way from Yuiynn, they 
have no desire to angftr Ills successor. Lirovka 
(the Vos imnw for R led mil) 

Despite the outwardly anti-magic v Imale 
of Vosgaard, a few war-chieftains have 
secretly allied themselves with wizards Lind 
magicians, These chieftains realise tin: power 
•it the fingertips of spplk assets And want that 
power on their side in liirieis of war. The 
i ooperativc spcllcastc rs have guaranteed 
tJivir quiet aid in struggles AgalllSt rival tribe* 
in exchange for gold coins pro visions, and 
freedom from persecution, 

The barbaric and hnitjd Vos prefer direct 
spells and magics to -ni lIt creations andi 
manipulations, Vos wi raids; feared and 
sometimes hunted h\ their people must he 
itb=t to survive on [huh own terms—using 
strength to frighten Lheir foes awav. riim* like 
in. vocation/e vocation spells, cod protes : 
them selvas with ibiurjtLions. Ihcy have fllsn 
learned that there is nothing like a well-cast 
necromancy spe I ru inspire Lear when abuse 
Irani their l rilies grow* Lou frequent or 
strong. Although -iichimtment/charm spells 
could help them Improve llteit standing 
in speiekv rhev consider 
persuasion anti coert ion tools oi 
the weak, 

Fuvore d sc Ji o-o I (s}: nvooat ion/evoca 120 n, 
1:1 In oration. 


(,'li likely schopl(is): nmu- 
Shunned schoolis): enchtin<menl/charm 
The most noted Vo« wizards are women 
who disdain traditional Vos SOCiflv and 
embrace magie as a wav to gain power, T he 
Vos aliord more rights to men, believing that 
men are better warriors and hunters. While .1 
lev, women have risen in the m ale-do mi initeii 
funk* and even have he come Lsarsviii women 
generally have limited roles in Vos society. 
Therefore, blooded women have found to in¬ 
to n and a dilfertinl kind ft voice by r embracing 
true magic. 

Kira Rvedlor serves as an example of ,1 Vos 
wizard; 

Kira Rvdlftr 

fitbdend V’tKP Wrtclrd 

AC 5; MV 13; hp 21; THACQ lSt X AT' t; 
hmg 144 (dagger), 5 Id. D 12, C 17. I 1-1. 
W 17, till 12, Bloodline: Azrai, tainted, 7; 
blood flhilip, none 

h-peci.il equipment: ft jeers vf dtfymn At’ 5 
daggers. 

§pelbr affect normal fires, cjtboj; magic fiiJ.-p- 
■■Uf, ikuvjj,'; fink's tjin'n's. canfcreMu? iuc\\il! 
protection fnnn n-nmitW muttitaj. 

^rofickuMM Dagger, Fife-buiiding, Survival. 
I5e.scrijsj.ici>!: At ige 42, Kira stands 3 LireL, 
7 inches tall ami weighs 170 lb*. She dresses 
simply, in Coaree garments and furs, 

Kira has lived .1 lonely existence since her 
Leaeher. the victim of an angry varsk, died 
sex years ago. Although she h.is a coopera¬ 
tive agreement wit It he, tsarevn [he cllifif 
tain and the re si. of l.he tribe htite as irL It 
contact with Kir-: as possible. La t d v ; how¬ 
ever. she has noticed a little-girl watching her 
with more than the usual curiosity ehiUlien 
exhibit before they Vi re taught to know bet 
ter Kira believes iFiis child may have the 
tailing to wield 1 rue magic die has resolved 
to begin instructing her in se-Lre- to pass, on 
her magical knowledge 
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Of film -pi mafcic ift the Loid itzcif. When 

mznrdj cost spcll£—wftiifeer can Erf pa or 

mighty realm spells—they ufiifsfcpH the power of 

Unfitted M'jlJufljL'.M: X)td tftUpoilffd pJuNtlV fV h-Tf- 

i lie imTstce-aJ effects. 

The vJvi!.'. a wnrJ foi flif msgicai energy 
that inhabit* civry irjrf?. iree and rfreuni of CVr- 
if Ed: mebhaighl- Sages .tpecjdjic that meSKiighl 
r^n mighty iff the yeprs before turndm rctimt £t« 
the CQHtiitem, cu the ycjiu^ kind hd;l /frtfc idW- 
fUiiarua itJtpoamjf demands wjM b it. Rlws soy the 
arcane potency nf notate ertiefeftJ with vrbraTtcy 
And foHe that ccvld he felt by those wciifeirey the 
ground. Although hwiJtnn pecufmtzara has iince 
caused mebhuighl tQ weaken, Ei it too w^r; a 
part of CVfi i tii ever to fade completely, 

AfelfflUtg&f flows jsfirtJftgev in some fypes of fe^ 
rdii* than jjs odiejs. High mo 2iH tains dflj ajtcidrti 
forests, far ewtraple, offer wum? magic pufcMpdf 
fftan Mills or fund™, Yet iW mutter vehat the ter¬ 
rain, -when nurfng nculns magic aEi vizards octets 
moibibdr<fbl d i?*: sumi way. zbrnugh magical hold¬ 
ings known «{ iounes, 

-♦ - 

rt single terms. ,1 source is a plate where 
mebhrfghl collects., Tliough l bimagi erf 
energy exists throughout each province, il 
naturally tends to pool ;tnd concentrate in par¬ 
ticular locations, inurft as puddles form in the 
rain fhc higher a source s level, The more 
pnchhaifihl accumulates there. 

I"hc concentration oi mebhaighl Is so strong 
at sources that their surroundings tan not help 
hut be affected. The strength of the land's 
magical energy physically marks* the immedi¬ 
ate environs, creating it “maJlifestatipn —a 
natural symbol of the source. Mauilestatinns 
take many forms, each one as unique as the 
source it signifies. A manifestation might he 

an ancient 
grove of 
twi&Led trees., 
u craggy 
rock 


sources 

immune to the elements, an e erily misty 
mountain valley, or the polished floor o! a deep 
cavern. I he more powerful the source, the more 
distinctive the manifesto ion. Whatever its lorm, 
a manifestation is likely one of the oldest tem- 
n.mts of nature in a province, or sonic mystical 
object largely untouched h> ordinary men 

CcrOias wi-jr.iLids rely heavily on source*, for 
those who control these caches of roeh haighl 
ran in turn control the most powerful magic on 
the continent: realm spells, lric.sc spells require 
SO : auch mebhaighl to east rhat only wizards 
who hold sources etf-n command realm magic 

locating sources 

W izards who seek LO control sources 
must become intimately' familiar 
with the surrounding land before 
they can command its iTiehhrfphl. 

if a wizard rules ihe province In which he 
wants tii locale Or Cl^atc a source (that is. il h-: 
governs the people and adminiSLets ui lairs of 
state), he already has a connection lo the land. 
Such 'landed regents" often feel a gentle Tllg 
inside their mind*—the summons of their 
pro vim tes 1 magical sources Vote that onlv 
wizard rulers will experience this sensation. 

To find the beckoning source, rhe wLiard, 
embarks on a journey across his province, tol- 
lowing the lug as it leads him, When 1 he wizard 
comes willlilt 3 square mile of Ihe source, how¬ 
ever, the sensation becomes SO overwhelming 
thaL it no longer aids him in determining the 
exact location He then must look listen : and 
use his senses in .m attempt Lo identify the 
source's manifestation the stronger the magic 
potential of the land, the mure distinctive the 
manifestation will he, and the more easily rec¬ 
ognized. An experienced wizard will know what 
ho seeks the minute he sees il 

Others capable of commanding true magic 
who have strong lies to the land- 
such 35 alvus. or humanS wltO 
W'em bom or raised ill the 
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f^Tnote for 
dungeon masters 

A PCs: tpiesl 1(1 locate « source can bn ah 
simple of difficult is you '■ ike You . An. treat 
in iu cbarscier Jtaion during ^he domain 
cum, make It the subject of an entire mtverv- 
Ciiru, ar anyth ini; in between- A player can 
describe i.n ureal detail the aouicv's miMllfe.s- 
I.LLion, or simply nOie- the holding on bis 
record sheet as s "source ( 0 )." 

In deciding how modi dil I ieulty wizard 
PCs .should kiive in locating njiKve' .on- 
■ ii.hi' i lie followiiij; Viaf lables: 
f PC's level and vvpfcric-ncc in locating 
s^iurce.s. 

+■ PCs familiarity with the letrmit. 

* Type ul twain. 

t- Haver's interest in, role ■playing the dis¬ 
covery 

+ Whether previous discoveries wore role- 
played. (Once or twice hr tun; every Lime 
would Bet tedious } 


province might also feel this slxtiimoos. Sev¬ 
eral legends tell of 5 rc. 1 t wizards who, its chil¬ 
dren, felt drawn u.i certain locations. As limit 
understanding oJ magic grew, they recognized 
ihipae places as sources 

true wizards who do not rule the province 
or Otherwise have connections To the land mat 
Stilt discover and control soured wi bin it— 

1 li h- jLi->t have to work harder. 1 base wizards 
relv sol civ on their ability 1-0 recognize mani¬ 
festations, Many will enlisi ibe aid of others in 
:Sieir search, such as sending out apprentices 
1 u m.ikb' initial surveys or juicing locals ahout 
unosu.il jiacLai-d features 
and nffliwixard characters 
c attempt lo locate sources 
biete only limited success. 
’i’hr;\ van Sl::im? something 
unusual aJkiui an area, 
and—depending oil their 
intclligmire anil fj mvi - 
□Us exposure to 


lungs magical—run Timka an educated guess 
about whether lbey have Located a source- Hut 
ihe discovert call be confirmed only by a wji- 
At d wlto comnsumts lroe magic, 

control 11 no- 
sources 

Once the wizard locates a source, he may use 
the cre-iile holding domain 1 it to establish 
it at a holding MV) under bis control. I he time 
-penl loL iintg rhe source counts as part el the 
month long flC 1 ion There is no limit to t he 
numh?T of sourens a wizard can control. 

If j wizard controls no holdings. he may use 
Mo ci'eac.c holding domain action even though he 
is not yet a re gout 1 he Jil.liTnR.iX'. hi Rtda&pofc 
-tatcis that only regents may select domain 
actions; however, scions may perform a create 
holding itcfion to establish themselves as regents 
Depending upon the Srl-fength of the Sand's 
mapeat power, more titan one source can exist 
in a single province. It uflOther wizard already 
controls it iOtirce within the province, or il the 
province's ruler objects to the wizard estab¬ 
lishing a presence, I lie wizard may meet oppo¬ 
sition in trying to l re ate a holding. i.Sec 
"Domain Character, jnd Free ActfoiLS - m the 
Bi n 1 h 1 1 1 i.'.i it ffylchoofe. | 

usino - sources 

7 

Wizards who control sources may work In 
cooperation with the province's ruler !.av court 
Wizards, for example J of as independent forces 
in ihe province-. Of cOtir&e. a wizard may also 
he the province's ruler. 

reohn spells 

Wizards primarily use their sources to power 
realm spells, extraurdina ry enchantment.? 
strong enough to affect entire domalriE. Because 
these spells draw so much uiehhaiphl, vLtiirds 
can : ast them only in provinces where iKy 

lj,^-. r .-i i'i li i’c if n for |cy line?*-: 5Vf rhe filki v, i IT ^ 

chiipLer!- Realm spefis require varying levels of 
sources to fuel thiJm; more powerful spells 
require higher level suiinr^ 

When a wizard casts a realm spell he marshals 
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his ionr-rc's magical energy over ,i period ol 
Lint? month (one action round), c•,* ih< 

mjMfirctl rowi ice trail wizard* bai 1 * trijfc ficir 
*l>t frees, the wi card fteen 1 net l\ -,ii the tfOn&e 'i 
jnjji’ursHafio?! so inia; he f< sc-riwwfwitf in tkii 
province During this period he speeds p;ir l 
of every day in deep cnuce nl ration, ntmrHun*■ 
|ng the l.jiicl's raebhalghl toward himself He 
also spends considerable time .studying, 
obtaining and; prepai iilg spell components, 
a.Nc.1 rf■ -1in5a. The wizard cannot leuve the 
province during this month of preparation Or 
his realm spell will fail. 

Ky the end ul ihe month., the wizard has 
mim.. rsetl : .iiris l- 3 J in mebhai-ghl He has gai.li 
nred s<> much hat Lc surrounds and course * 
through him. When he casts th.L realm spell, he 
channels the mehhnighl through his body and 
sends it back in concernrai ej form into the 
province, whore it produces the desired effect. 

i" ■: s p. i.n y; a realm spell leaves clio wizard 
physically exhausted. Unless circumstances 
dictate otherwise, he will try to spend the ue'tr 
two or three days nesting and recuperating his 
strength, (Ajt die DMs discretion, an untested 
wizard could receive a 'fatigue penalty to 
actions iiUeioptcd in the T 2 hours Following 
the casting of a realm spell.) 

olher uses 

\ wizard regent wields influence' in the 
provinces where his sources lie even if tie does 
not rule the realm. I he people and other 
regents in those provinces recognize him as an 
important and powerful individual, one whose 
opinion carries weight arid whom it would be 
best not so anger. The higher a source's level, 
the greater the wiyatd'i ability to affect events 
through domain actions 

A regent with a source i 1 ) <m higher ti.;is sullt- 
OjenL presence m rhe province to a fled public 
n|Jiniun (agitate}, create a permanent h-ise 0( 
Opel Mio'is tor himself (build and fortify}, or 
rally mbe-is In his Cause (muster armies), 

With a source ( 7 ) ur higher, a wizard regent— 
through his considerable influence with local 
craftsmen and Ids rfiltrntiLe familiarity with the 
provinceV iuhji-jI iysources—can affect the 
local economy. The high-level source eitectively 
gives him ,i guild (0) in the province hur only 
for the purpose of establishing a trade route. 
Magical enhancement of a Source through 
means such as nvchhaigbl .stones and spells does 


not con fur (hi ability Tl ,i wizard rules np n 
source (fi) to .! source (7) in a province I llill 

already has i 1 > mm .. number of guild 

regenrs, he does nor receive this Irene In inu.ii a 
guilder loses his holding. 

Nouwizard Repents 

Non wizard characters can control sources if 
they inherit them from a wizard or enlist a wiz¬ 
ard's aid in esrahlishin^ the holdings I the wiz- 
-i i‘>I expends a create holding action on Lhe 
Other l 1 . 1 r.■ ir j r's beli ■ I >, A nonwizard regent, 
however, can control only aaesi lo mebbaigh.1 
he cannot tap rt himself. Ncnwizard regents who 
Control sources usually do so as a means of regu- 
Irdipgthe nsf ol magic in them domains. 

For example, il Fhileracne, Prince of 
TuarEiievel, died and invested a nonwizard as 
Ids fjeir, Thru heir would inherit Fhileraene's 
Ch111tl rts as well as hi-s other holdings. The heir 
would not be able to use lhe .sources to r.asl 
realm spells, and therefore would face a choice.: 
let - he sources lie untapped ho that no one can 
use realm magi; in the domain, retain control 
hut [i tow i rusted wizards to use the sources, or 
i i , ..i: o I v r ■: oiil.rol to :■ wizard toyal to ihe realm 

protecting sources 

Once a wizard establishes control over s 
source, he must decide whether "ne needs to 
take active measures to protect the source and 
sis mani testation. 

Because luehlutighl gymevidly collects hi the 
most natural, uncivilized part of a province!, 
inurecs' manifestations usually do nor rerjiiuc 
protection from ordinary people —few pass 
near by. And chose who do seldom pose a threal-. 
as the magical energy surround ling ni.niif^.sl.i 
tions grants them t a, innate nihility to prnteft 
thcm>elves. Lovers dKemipring on curve their 
names in an ancient oqk :iye 
encounter iinpeiiet|'(ilv|fi bflffct 
unwelcome vtsi 
approaching a 
hidden glen Lind 
i by path 
over- 

trots'll - 

with 

brambles 
and tangled 
vines: swimmers 
avoid die 
pa i n fulls cold 
pool aL the 
base of a 


tors 
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waterfall.! no traveler seeks. jcJtjfrl(ci n a cave 
notorious for Ets eerie, puking dai'kneS-S- 

Manifestations also ret^i normal wear and 
damage Crum Lhe element* •:L-nsill, air, fire, and 
water). Wizards needn't fear that manifestations 
wilt be harmed by naturally occurring forest 
ftres. Howling- or erosion. L hus a rock formation 
ivtll look a Lm ji.ii the same a thousand years front 
now .>'■ il do£S (nd ay; a majestic pine will see 
neighboring trees felled hy a hole of lightning; 
Hooded me a dove will dryout mure quickh than 
SUiToundinK land. This is not to say i hoi mani¬ 
festations ncf'T incur natui il damage. just that 
the mebhiiighl grants them inhere nr resistance, 
This linusnal resistance of manifestations of Leri 
helps w-i/ji.'ds co identity' them 

Deliberate Violence, however, can harm 
manifestations and—rarely—even the sources 
I.hem,Selves [see "{.corrupting Sources-"} Per¬ 
haps j rival wants to take ov.-t ,i wizard’s 
sources; perhaps a hostile recent seeks to crip¬ 
ple the wizard's power. In i ecu instances such 
as these, -i wv/.m-d may well need to protect a 
manifestation or tht: source itself. Wizards can 
C-ivI j hi ll ratcons such as proieef murre rtfld 
ochyi; defensive spells, use magical items, or 
post guards co keep intruders from diimagitig 
the manifestation: or attempting Lu corrupt tlie 
m 5 c me and its mehhaighl. 

Because of the mystical link between wiz- 
ards and iheir sources, wizards he come imme¬ 
diately awair when a nninitosi atioii or source 
is disturbed [Nonwizard regents do not have 
this link.) This mysterious communication 
occurs in many ways. Varying with individual 
wizards and types of sources, One wizard may 
experience a "oaggrng feeling" chat prompts 
him to check on Lhe maid te Stat id n; .mother, 
far inland, may encounter il hir'd indigenous to 
only the coastal province in which the source 
lias; a tliLtd may hear the report of -i dryad or 
Lreant upon his next visit to his forest source. 
L'jkiti inspection, wizards-Can UMtaJh re'! what 
has taken place, although Lhe;, mighl not he 
able to determine the agent. 

maintaining sources 

Sources need little maintenance, Cfilh-et, the 
more the land is left alone, Urn better, 
Hxpanding farms, growing films, 
and increasing pOpLl I is I ini i cut 
down on Lhe si rtmgfh of 
nature, and the re [Vue 
diminish i he power 
l if sources, 


strenotheriin^ 

sources 

T hrough natural and magical meariSr 
wizards can enhance their connectUm 
w-Lth the land’s mchhaighi- A stronger 
link enables i hem to increase I,be levels of 
their sources. 

maximum 
source levels 

licefluse mebbaigbl derives from naluffi- the 
magic potential of land is inversely proportional 
Lo its province level. As a province becomes 
more civilized, the amount of mebhaighl 
within it drops. 

The maximum level a source can achieve cs- 
determined by h* terrain: 


Terrain Tvpt Potential 

Plains. Hills, Tundra,. Marsh. Moor 5 

Forest, Mountain. River, ( oast 

Swamp S 

I Eigh Mountains, Ancient Forest 9 


Each level ,1 province achieves reduces Lhe 
possible source strength by one level. Province 
ratings [for example. 3.'2) indicate the province 
level anti resulting maximum soiuce level: the 
two numbers combined usually cannot exceed 
the terrain’s magic potential, 

For ex a mi pk. look at two provinces 
Idealed in me plains ot Tuormm; Alamsrcit 
13 /2) and Haesn-en {5/0) Because of their 
terrain clkIi started with a magic potential 
of 5. Al-amsrv.ft Fas developed in to it province 
(3), so il cfii l now .support a aiourte no higher 
'.ban level 2 . Us neighbor Itacsricii a 
province fS) H is Loo developed to support n 
source higher than level 0 

Wizards, therefore, have an interest in 
keeping the land rmi.imcd. This- goal often 
puts them ,:.L odds with regents who want to 
raise the levels of their provinces and inliei 
holdings. Wizards who themselves role 
provinces fact .■ imlr|Ui ifinftlet of interest, 
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^MCeptioAS 

Once the soiuce level Jus dropped tv 0. the 
province level can email ir lie m ri>f—As in the 
tan- with the imperial City iif Anuirc. -a 
province l L 1.5/0'i loe.-i1.ed i>n llie coast Moil 
provinces, however, don't resell sin li eifclfettUJ 
I eve I s 01 pop ulatLon, a n cl dcvclo p m eail. 

Some n.iliir i: phenomena—among them 
dragon bones and underground rivers—pos¬ 
sess the power to boo si sotn. es beyond their 
usual limits. Similarly, ea tael vs in h UiiigiCal 
evenU Could Impose stricter! Ii.rii-iisiivi limits 
white Lhe mcbbaighl recovers. 

Finally, because elves live in perfect hriir- 
niOny with nature, their maximum source 
.levels ate rml jfleeted by changes in province 
levels. Hives way Up llie lull magic potential 
of their Eand regardless of their civilizations. 
Thus a forest province could support a 
source f 7), and an aneienL huost could sup- 
pot I L source (9f, no matte i How high I he 
province level -prows. 


- 

I TUW Spttte ill n'lS'lT, ortce--long tfgO, -Ttni I wets 

il a'fN,i;:- StWiipHt l2 : irt: Ruyi.lL OpJEltgC of Sorcery, 
S had heard tumors of pewirfut £ rtfftit nt mentJ 
li 1 1 li rare tnagieflj (ii.-i-*=s i F-lx,' lhuIu 1 Hctp a source 
si tan# despita ifHeiWGfjtftg My 

tBoclwm ddsEeii [ctiL.r evtsienee, fcfcd f persisted- 
After nil, J reasoned if ,h.r-- lu'ji five i?: nn.h 
hifimony wftfe no tun: os Hpt :ci a ffeci the laud'.* 
mebhaight, vrfjy conn! humans nnr divine menpts 
to da ihe sdhic? 

At fust one of my rLoehers. \fi,?rtdLidn Lfn: Hj',1. 
relented. He led me [Min n labyrinih deep 
the Great Tower. a coiiicc™!? of secret E iihpfa to¬ 
ri cs r libraries, and vomits There, in one ofthe 
rooms, i'uv o sntofl coffer courier ning a Jin ter a 
dozen si i'ver seeds. Tfum just one in a jin wince " 
he itaid, 'dnef rnchho.ip.bi ivdf forever ^Tmv strorr^. " 

The ttevf day Micbde-t i^ocle .'fed trying to 
slay the Gorgon, The Grcdt TuWtr fell shortly 
thereafter, a vteifm of the frtavndf feuds which 
followed the emperor's death. ! fen-uii nod l'.-Jjether 
the seeds lie recre jtiJJ. in the tofryn'utb dee ft 
tviovj the tower rains. 

—from ibe letter!; of Vh ordui nc Kune master. 

circa 47 Michaetirc Reckoning 

- ♦ - 
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increasino" levels 

To strengthen their source*, wizard? use [he 
rule action. This domain or rulin'! action repre¬ 
sents additional time Lhe WLCiM'i'l spends in a 
province. The wizard raises hU so Luce's level 
by becoming more familiar i.vilh the ecology ol 
rlic province in which Li mom it e lies, A wizard 
who rules his source up In l.lie mnsiinum pas¬ 
sable level lulls 'pent so much time in the 
province Lhal animals and plant life accept liii 
as part oL the environ men I. ■ He call pass 
through an area with minimal disturhartce; 
wildlife does not Her upon his approach. He 
has aUur.tu himself perfectly to the Land. 
Once made, '.Ids symbiotic connection remain* 
intact even it the' wizard is away from' the 
province lor lung periods oi time. 

Through the centuries, wizards have 
searched for ways to increase tile levels of 
t h e i r so ll rc c s h even dibs I i m b s impO.sed by 
terrain, t hey have found L h,n mabhatghl 
stones and realm spells >Uth -is joih'CEr 

and iip.boi! rw^vigti' can, boost Fource level* 
temporarily y-m lha "Magical Items and Arti¬ 
facts" and "Reirrn Spells" chapters 1 Any who 
have dkcovet^d permanent nic-aris. howei or, 
have kepi their discoveries sccrei 

renewing sources 

Wh<fn a province's level increases, the develop, 
fluent enH. 5 as cbe land'tf maximum ibuirce level 
tO drop immediately, V\ hen a pruidm v lave] 
decreaso-fi, however, naLure uko-: longer to 
lied! itself and replenish the lost mdihaighl 
The tnrount of time required Lu r< n-av, 
Sutllfces depends upen how much lU'velupnnrol 
ilm Und underwent and host easily naU re rjn 
re-da lit 1 il. II" fire utterly destroys a town, or ii 

ihe bTiihlfngs of an ahan.don.ecl village .... 

ttlowri and the refuse carted away, raetlhaighl 
tevLvcfi moitvqukkh s:■ s- -I .1 J.>.ge city :s 
depopulated but ti( he revise Ecit intact. 

Land (Idi ha:- been cleared of 
a t. ■ ■ evidence of ■ IviE/ation regenerates 
on level pair spring season Fladh 
spring, .is the land naturally 
I'yiLews itself, natunS.rot.:lrt Lms ,1 
hit 111 -rv iL the Jormerh, 
eh'iiiZtd tct'rstrty Tlui'-, f the 
lb-.'.- i.iivi'; id ATacnvxrft 1 V3ji 
burned L;vthe gramid ill 
.1 L'.rii 1 — leaving ij a (O/di 

t he following spmij: Ala rT-iSreft 
'■'would be .1 prov m-i- 0/3 ). 


iCi> _ 

j TV. 


two t ear* later it would he a province fO/V, 
assuming no one nvii.Lv.s any oew settlements. 

If vestiges of . i vili/m imv remain, mcbhaigli.1 
return* at I he rule "f one level every live ytrtrs. 
Ihus if troops Irrmi the rival duchy ol Afomie bill 
all the people in ALim.sreh hut leave I ha build¬ 
ings si in 1 ling, five springs would! pins'. Iivlme the 
province reached (0/13 1 Alarv-sre1 1 . would not 
achieve in. full magic potential for To years. 


corrupting 

sources 

T he pipe I hat stands mi pervious to lighl- 
1 ijj 1 g bolts Can be felled by an army uni 1 ; 
chopping •: U< hil.s: the rock formal ion 
that survived i thousand years ot erosion can 
be turned Lo dual hr a dtsini egTUt r Spnll- 
Alagic-bd sed attacks and particularly destruc¬ 
tive physical attacks on m anile Statin ns can 
nJ’feet a source. Dififerenl forms of attack yield 
d^inaga of varying amouuls mid permanence. 

Attacks on a manifest ■ 'on can temporarily 
disrupt the flow uf niehhalghl to & source. 
Strong physical assaults dflrf spell* of levels 
hightM ; h.iii r.bc source's lew I hind of at least 
3-rd level) tan overcome a manifestation's nat- 
l rai dcfe tics fhe ofl'cct of such iH l.i.cks is 
similar to >1 galloping h-orso apkshiilg' ihrough 
a puddle—the w H uer is displaced bur soon 
trickles back. When a manifestation suffers 
traumatic pbviiLjl damage, a wizard uirinn 
use the Source :■ 1 I 1 he mchiiaigbl seilles. 
Tills generally one month, alt Slouch -it 

tbc DM's discftflioo The process can rccpiij'e 
up to three monthV if umisual circuraitl ores 
warrant more time- The source itself, buwu vei 
suffers no damage c-v^n it the manitesti'liori 
is destroyed. Eventually, thtf jncbtnfighl \vill 
produce a new milnilescAijrm. 

Only rctilro m^c can harm a senne--. diiraetSy. 
Wii-LLF. I j :pni.ton scorrri or deplete litihfeiii^hi 
to we 'ktfn the power of rival wi/juds. Most \cic- 
.inU, lio ivevcr, including-ill Mi inn- 1 and ell wlz- 
1 : ils. iLesitate to 11 - IImtm i. .'*tmctivc .spr_ , ll- 
ly-Lmisc they fear reperf LrSsipni; chst extend far 
Ixvcond the individuul I ntel source, these wi/> 
j-rds realize I hat ms j ldl s i i ghl extends p.i st 
pronripcc border* 'i' p*i*i'.vaate aEL Ccrilia. siibo- 
tagliia Pwi" ^ small porl ion. ol it could result in 
lintorescen consequeuN es 

l-'cuding wizurd> ptaffi! instead to attack 
each other s 'ey line networks or attend to 
steal a rival's SOUI'C es. 
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transferring 
power 5 

A iviij.rii retains control over a s-mirce 
Until he willingly relinquishes power or 
lust'.':, the holding En coutentkui with 
a not I i«f wb-anl, 

borrowing sources 

L rLiter circumstances—usually ( i 11 ; ns 
whi n giv.il danger threatens—one wizard mm; 
allow Li.ftC'i;her Lu borrow his source. I he lenrl 
mil wi/iipiJ temporarily transfers control of Iht 
holding 10 l;]ui Wrruwtng wizard, who uses the 
source for .i mutually agreed-upon purpose, 
This transfer occurs through the ley link tree 
iiLlion described in the folio win u chaplet 
For ca ample, perhaps tlaine of Fridt^fi ,i 
lOih level wizard, lias business in ]Jlioesonu, 
White lit is hlI court a breathless messenger 
arrive* With news itsal the Gordon is preparing 
tor another rampage—with Dhoesonc as his tar- 
get, One o' Dime seme s court wizards, Da eric. 
Controls several sources (5) and (d) bul i?s ii 
3rd-level wizard lie is unable to vusl the moat 
powerful realm .spells, As : i IOth-(evel wizard. 
Caine could cast them — Iml lie hr .Ids no sources 
to Dhoesonc. If l>aertc CAi) persuade Caine to 
bcccima involved, he can lend Caine the power 
of has sources to help defend Lbe realm. 

stealing sources 

Control over a source is not absolute — wizards 
can. [and after- d.0) move into each other's ter¬ 
ritory and attempt to siphon Uiebhalgh] away 
from their rivals, Fliey wage this matpcal war¬ 
fare through a combination of L-renle holding, 
rule ..inti contest actions. 

In lake ever someone elsc's .source, a wizard 
iirsl establishes n Source (0) inth. province. In 
doling in, ihc! wj on il surveys the (crraln, seeking 
nut. a new collection point for mcbhaighl 'l"his 
new source is Separate from that of the first wiz¬ 
ard. with its own manifestation. 

It the province's magic potential is r.ot fully 
tapped, the wizard tan strengthen tho aiouree 
bv using rule ,icl ions to increase Its level. I he 
more time the wizard Spends attuning himself 
lo Lhc province's ntehlb’iiglil tin other words, 
the higher his source's level! the better his 


chances ni diveiling meblgLighl away from- 
his rival's source, 

When the wb-acd detm- the lime riglil, ha 
performs a contest ml km During |he momh 
of the action round, he engage-; in deep con¬ 
centration and intense merit,i! activity. For a 
minimum of one benir per day he must visit 
his mamfescat ion. there he focuses on I he 
province's mebhatghrl summoning it toward 
hk source and away From his rivals. Lie cause 
los connec lion with lhc land is so zrUical to 
llif success -il the fil tion Lhc wizard may not 
leave the province during this period. 

Il the contest action as successful. Lite con¬ 
trolling regent cannot use his source and 
■S-irns (IS Regency PuinLt- ibr it. Ji the source is 
level 0. I he regent Loses control altogether. 
The source remains contested until one of the 
I (i I lowing events occurs; 

I he iiH.ii.UKT relents, 

+ the attacker loses all his own holdings in 

the province, tif rule of the provings-. 

* lhc defender succeeds at a rule action 

H ihi- wizard completes two succe^s-Hul Con¬ 
tes' actions in n row, his rival Soics control 
oyer ntebhilighi in ihc province, The tri- 
Itmphanl- wizard may continue to strengthen 
Ids source tip io I ho ma\L- 
nmrn magic potential. 

For more intorm atari n 
about the contest ac.ti.on. see 
the Birthright KHtebonle. 

bequeathing 

sources 

From time to lime, regent-, find sliem 
sc h-c s n ei rci i m st.i nee s i n h.i th t hey 
want to peacefully and pei-Fiui dently 
transfer control of one or more of their 
sources lo another person. Fei haps a 
nonwizard regent has retained a court 
mage; perhaps an elderly wizard lies 
dying nr dimply wishes to retire, perhaps 
,i yelling, tacky spell-caster hits a knife 
pressed to Liv thro.K, 

Whatever l he region, rulers hip of 
sources is permanently transferred from 
one person io another the same w&y alt 
holdings are-: dm.illfh , ceremony lyf 
investiture J bis ce rein arty, whit h 
must. In performed by .i priest, is 
detailed in rhe J Domain, Charac¬ 
ter and Free Actions'' sectino of 
the Birthright RtiileWfe. 


caerbhaio'hlien 

A ncient tejtis and legends speak nf a 
handful of S-Cmrccii un Cecilia that no 
wizard, ta ii hold as hi* own I hcsc 
sources, called ciKrbbalgblHm f kay-er-VAV-lcn) 
by the civet;, : •.e -.a. d to be j^accs of su li 
Strong cnohnnlment that i/ome Limes even nCnl- 
wizar ds puling near their rriitniIestationi fail 
ted lilt po' l of mebhaighl. 

Bflonjse no one Iia-S ever been able in pin¬ 
point the location rtf rtnc ol these sources ufi .1 
map. many scholars doubt whvlher they truly 
exist. Yel wizards continue to risk personat 
harm bn venturing forth bom the safety ot 
ibcLr lowers in hopes of Lin ding the manilesbi- 
lion ot one of ihcsc rare sources- bor it is said 
that though on individual may hold a Cfler- 
bhatghl as his own, .my wizard w ho discovers 
one can tap the source's Hiebbaigl 11 



H.ia { mot iict n Injured, bdiFUini out nf.spells, »'?rd 
desperately $e e ,'; i >:l shyi' I ;;., 1 might not have 
nprtLLiJ the cave nd oE/. It nut small. itcilEmi bun 
tiry side of a hid, Actually. it bn:..d murtr Jn'il- a 
burrow for animals than ariyf-fi trfg rise. But as J 
run for my life, my trot somehow lad mu: there 
7b ewiirr rfi-i; care I had do . tpdtcb down ii??J 
,.T(i'r '■ through the opening O?to' i.MsliiiJ, i could 
n.-i: stand uprighi hut i ci-jilT ipro^ uu baud/t and 
kM&. t cursed Che loudness u l my own panting 
OTi-fidh 0 . 1,1 pounding fvsrd os I lay adlJ. [fsfcnfrg 
for the JiTg.s that had heeir nearly om my heels. 
Thtir gntif barks lold me d hey drew cEnser. Biri 
upon reaching the cave, i btry yelped omi fell 
back. Enough they voidd emefi my scent iu.td feci 
[j-.T.iii, nod ewe doc u"iwEJ vetatrire iu.dilV 

.Sort* :i\‘ soldier* arrived. I could iitfl from the 
.Mil.■.■;!■■ ojf wJi ill Flies .u:J s+iLirfs dih-cf I the horses 
li'crv ipiK/h&d, ict sirun&ciy I felt sofa 

"We her trapped " f heard one of ibetn My. 
"fcto hr jf'CJ hiT. 

A pause. if Uioka tpo smolE far me Kin gw." 

pap.tf 'T uun'd. Id get attack 
J heir converse ■ 

ilfcm con fated 
* / mil- the cave 

fjfll L n'tb nod that 

•i f spjciW, and J 

CHillched 


n* 


SO oiiTitf to the upirtwg rfetu one nl the nren pTvjfic- 
Hy could hare reached l?r and grabbed me. bet 
they left without mflliJtJg cm cUlempt. 

Exr.auaUd, l drtzed jfoi U lew hours. When ! 
awnlze. / dcift^rad—to my surprise—rh; u dhe sfcvnrt 
p?iiji had resknV-l my rirtf L-i'i’ffdc-'tertC of spi'Ils. I catT 
light aiiti Mt riJ'i'Cid exploring n^y .fj.'.Torrnu'ing.c 

}hc cttlT citutprijcd maiii chmnhvr and five 
Hcrrrcn'r ptrsfa^ef, alt of -i fifihd hroTroi itone ns:’?ti 
smooth Ti'-l chamber was roughly tight feet i?r 
dkurutwr and not cyrotc four feci bi%h bine. en-..\- 
^-ni.'.'.ihv l iLi'c-S run jf)D.ra the fhn>f- 

j l= 11 r iif i.he pasicr^c.? vu-h had upenfugs ohond 
two and U half feet in brdmeicr. Fte fifth passage 
mis n-idyr and a Jitifc tiiffer. L.rairJirrg Jm-vii these 
passages, J defeenniirtcf fnar each ivas nf a difjur 
ant Utt%ih. J he shorted ffifth.' ran ahoud jrix feet 
deep: the Liiuaesf fdhiftlj 'Jn about tc« feed. Each 
ended JJ 1 a solid naif, 

Before long, fhe choughs occurred dr. 1 rise then 
I he cci''’l’ mymfded a han J frte ceiitmi vhetfru 1 ,.! 
fr the pfljm; (he naV'' J^Jm ffnei; the five 
parrages finjtets. 

1 lei I compelled to mffttaifl in the cave. J'hcit f: 
offered protection and sj??. C:,'.ih' was r^.Jiiiri 
enough -hut something eke. the same 

force fhar drew me- i,< the care in the first plfiM- 
bid nte stdy- 

After n |: o days of esaiJLiprinH the cave's fcU- 
litres. I speculated that the chamber srcU uetua[(y 
fhc imprint ul jOrtwOFtc s tnirfd. and (Jj«h the hiii 
formed u h i nd h >f sropre ,if awi i l-'J aromwl k. Per¬ 
haps, J rimed idly, one of fhc gods one* il-.ruszhis 
hand into this hi El, {'OutmgfOffS-, yas-—En-'I a rnme 
ctwtfnfiiHEj ibvu%bi than gktnrs ) 

/ifder .icrcir day? wey ifrjunej had bed ted com- 
pfetpEv — ii; :'-u l rii'LCj dhe wml rota. And I-,- the 
end of that dtrite l btiew—as surely as 1 Icnu ^ 1 my 
, -,i is name—jhtfd 1 rc.Tiled in J place of grear 
iTiagie. Mebhaighl had beckoned me hither and 
held me unlii I recognized it, 

Pi,:j my troirhiLi had net ended whan l d‘fcov¬ 
ered the care, J Jbcrw tha* I fis'c.iiiJ.frcd in erreotv 
territory, \h(U soiLilicrr watted for ine tbroH-gboHd 
the province, rhod my Eifc nu-, forfeit f , 1 ihey found 
n;c. And l ft*ew ihat iMV dwindEing provisions 
would mu Eavt torr.vi 

1 corieeired u p&tt- l had iM EngfcaE reason (0 
fjclicve Jr could n un'/, bud iniiinet whispeivd ;r 
would 'l 1 coin'd itse realm n?«g». f- who had no 
source be this province —to shroud the Lind in 
log. jierhups J n >uld ffiahc it i.i i‘ escape. 

.-if |be end cf one /Month's time, I cart 
warding fr'acing if: rough *ha misrs- t 
eliudcd >ny ii ould-he ..opinrs and reached 
me have? tf. J tm ever since the mms l-i'.i-. cd 
behind me, bh citing she edve from -,’frr, J h.n c 
iiever ago Err been ahle do f in-i the Jtcnr gU u+idet 
—from the Ori it.irigs c?L Lioriil ibe MiiL Moidcn, 
c i i ce I i7*2 f laclvtl s-1 .an nl 
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('"t!rf i, : ,i i i i i i t r children freely raj her 
forex rs iiijJ (Katirf*, *rf could use our ftaugtc Any¬ 
where i jjiii lI^i.. i. ^gdri/cJ FFwfchaifthJ lw nn hr, 
importauf ffijti jjr; ;f flawed through them find 
iMiDHFid inei*. boaditrg them fej the eernb and yield¬ 
ing the lands (inrajiif jytTris. The ipvcrtat Sidheliett 
want* studied the poetry 1 of mountains and mead¬ 
ows fo dofet™i?sr l\ !is itnjjjiirf of rmcienf streams fiJid 
hashes L--.I mebbaighl Thtj recognized these paths 
J' ehantteht of magic—the mefrbjigbJ that naked 
thn Hi.;/• [br-mcJerod wifft a:cant jrasyr, These 

TttJFT the first Icy Utrn, I'.ku Strutted ,bm Ceriha !s 
oldest frrests to her fan best stores. 

Ffcf fi the hwrjiUMa brought destruction fu eras 
he. ■ 11r ifut world w:[fi their ugly war The cstci- 
■Jysfti that obliterated so distressed the 

la nJ that many ley Uue.\ collapsed, Qidr wizardls 
tu reforms the Jin, hni thy land bad 
changed loo much. We had jo nealctine nur.wbvs 
to the music ill the riven. vd.ud. roejee, and trees, 
Meanwhile, human wizards discovered for them 
selves ihe secret of forging fry lines. 

Vw riv l empe-te -nth humum for iYjuJ and ihe 
"bjp'n" it! forjie Icy iiiux through it Pm vv knw 
■ r «iits they do Hot. lit jinov that when a ley li.nc is 
easy £u sriirfJc, wvibhaigbl biu j'v.iivs flowed a trebly 
in 'till pJlTOl. And in.' know i hat Wwpt ley tines defy 
t-iyiFi.L-. the Deismasir iatililyktn ao disrupted fJhe 
sKfWui^t? that it hels nut yet fully jKtr&d 

ht liftjjn wrtrtrds ttiut they ct m d rr.« 1 a nd 
jrceWiLiigfri! They itirr^ fcbeir Rods give ttem itf 
power w cotmnAmi ffuFl-ec. l tf rd that ley iijje.s can jv 
fwged iji placet where their gods ana; nvjJJrc-fl the 
earth, Tut v o hionoK fives are ephemeral. .so their 
jmdei^(antfjj?g of the world is superficial, £ J?dv the 
Sidteilj'tfH, n t uAi' nienionc.v outlast htimaM rxis- 
E'-’ijl.?, twin' the truths behind the aneierp paths, 

■■noy told by clvcn taeliflri lo ihthr [jwjsj]* 

- ♦ 


W reji,rtls i,vho concrnl sninvti uJ teso- 
bbaighl can CQTnmand realm nnngi. 
ilit! tijoa-t powerful s-pells known m 
liLnnau- anfl Llvesiltr'r-ij. Bui Lo-ikisL realm speUla, 

ii wizard mus .1 be. pnjyince where he hnld^ j 

source on line appropriate teveL—unless he has a 
nir ius o.l accessiTiy, mebhajghl Irs'inafar 

Ley Sines- prosddc that means. These mviii- 
ti 1 1 conduits allow a wizard Ip Ltip a source 
from outside its provinen to Import mc- 
bhaighl Iru-m Lhe place where ir collects U) a 
province where he needs it. 

Tor example, perilnp.* i be Lord-Frincc of 
^riya flEiatly prow's weary of AfUme 'i threats 
ajpjiTis Iijs sLaLe. i.lc ask.\ hi> r.otdl wl^rtL'd 
Kali 1 1 Hie Falcon. Lo cast demagogue in Atlaba 


to incite unrest in Atlane aiul .lish ivl L-he Iveu. 
Kinss. Demaw&tte requires its cn-ster to hold a 
source (Li); fialtil cootmls r.u sources in Aclaba. 
lie docs, however, hold a source (3) m list 
Any an province of 
fo-Hizir, IJ Kahil 
forces a ley 1 i nc 
from Kouzir to 
AeJaba, he can tap 
die Kuozlr source 
from Aria ha to c^isl Lite spell. 

Ihe ley line Cte;Hes a magical link between 
two provinces. A wizard can forge fiiws from -i 
pi'oyiricr in which he holds a hi^h-lcvel source 
to one in which he holds a low-level source, cn 
co a province in which he holds no sources. He 
can also attach Ivy lijiea to other ley lines. 

I nch line provides him with another place 
where [in can access his source's mcbhaiyhl, 
thereby making realm magic more "portable." 

btosi TCi'cms consjdef Im lines an essenlial 
cEement of their domains and i n corpora I e 
fSieni into long-term strategic planning. Bven 
nonwiiiUrcl regents, who cannot themselves 
forge lay lines, often guide their court wizards' 
deyelcipmenl of ley biie networks. 



o'eatin<y and 
usinv ley lines 


orginga ley bine rerpiires .: signifk.int 
amount of a wizard’s, time and resources. 
The greater che distance between the 
source's province and the destinaxiioti prca r in< e 
( "terminal province"! th* greater [lie eo.sl 
Although tlicir mystical ^omiecLiuil to Cvr- 
ilias mcbhaighl allows mages to lorea lev lines 
from anywhere on the continent, most WLiariis 
prefer to perform this, anion while in the source 

province. During a one-.nib. period (one 

biclion round), the wizard prepares to forge the 
line by Cijilectmg ipcli components, aligning his 
menla; energies with the mcbhaighl of both 
provinces, and ill pos-tiLiJe I vise ling the two 
provinces lie inttfiuds to miitjkally link. At the 
end of the rno.ri1.li, tbs? wizard scv j Lv a secluded 
outdoor location wliere he Can complete 
the forging undisturbed. 

(If he is in the source 
pnunnec. .the wizard 
usually will go to the 
ipanife station,) 

IkcfL', lijjtjugh a 
serierj of spoils and: 
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p-.--.TiL ixcruons, he fashions Jind easts out his 
lille through the land, 

This period ui con cem: rated effort lasts 
approximately three hour*. Wizards sometimes* 
hove i quiet guard or If listed friend nearby, us 
the process ot forging halves them vulnerable 
The wizard goes iril.i . Ii.incelikc state during 
which he ioe-uses sin hard un mcbhaighl thiU iuj 
Lwc.s awareness, of his physical surrounding* 1 
he is jostled or all a dtfi'd, Or if loud noises dir 
him, his COtveefttratipn on the ley lints hns-ih-s and 
hi* .uv,ircni-H returns If such ,m iinterruption 
occurs. the wizard's forging attempt Jails iNule 
that this sut-cess or la Mure is determined by ibc 
success roll fur (be action.] 

Forging ■> lev I in-, costs the wizard 1 Regency 
F'uinl and I CTnld Bar per province crossed, not 
including l he source province. Therefore, a ley 
line between neighboring pravitiecij (oich as 
Roe shoe's Ahhatuor and Ducrlin] costs 1 Kb 
and 1 i .It: a line between '\bbntuor and Edlin 
fciyMsing Due-din) costs ? RI J and 1 i Jli 

When determining the number of pruvinet^ 
crossed, players should consider ley lines as 
running from the approximate centei ot the 
source province straight to ibe approximate: 
Center Ol tllO terminal province, In most cases, 
drawing from center to cenlet saves PCs 
money and Regency Points. However, a 
straight line doea not always wort to Lite wiz¬ 
ard's advantage Sometimes it may he more 
expensive to draw a straight I Tie from cc-ntur 
to center—nuL to mention, more dange.ruiU, ii 
Lbe line passes through enemy territory 

Tl .1 wizard regent wank to bend his ley lines— 
whether fur strategic, economic, ur 
icsthei i re.isons—he can. Bui the 
amount of con centra lion and 
mrtiei'htls involved cost;* 
him an 


additional l RI' and 1 CTB for the le> line's 
forging (not S RP and l (ili per bend, just per 
lev line i Live-. beOilllse of their harmonlevus 
relationship wiLh n all ire. can forge ■ urved ley 
i.ncs at no additional cost, 

[ jjv lines cun be forged across bodies of water, 
hot thev can eatend no longer ihiHl E'iO miles 
before terminating in a province Oh dry land. 

A wizard's success or failure in performing 
the forge Lev line action is determined by the 
usual I d20 success roll required fur most 
As tions I lie required roll Citn be modified by 
RP expend 1 1 ii res uiadc by the K £ and other 
involved regents. Becau-sc forging a ley I in ^ 
increases „l wizard's- power ami influence in ' 
province, other wizards naturally have a -mhc 
in Lhe success or failure of i.hc attempt, Hie 
forging wizard can he Opposed or supported 
by un; wiv-u il who holds ii source in the term! 
nj.il province, Lhe source province, or any 
province through which the ley line will pass. 

( Hof more in format son , see "Resolving 
Actions ■ LEi I he Bl ft L r LMGI Er Rn khrak.) 

ancient le\ lines 

A vefV small number of ley lines used by the 
cheS in she centuries, before the Dcismaar crsra¬ 
ck's, m renuln. I he sc Sines extend only from 
provinces willl high magic potential or 
,i hovel, and almost exclusively from cacr- 
hhaiqhSien (sources chat no individual can cun- 
rrolj Tn rare instances, wizard* Liave discovered 
eIi.m one of the si Hi fees under iheir control is 
connected to a W\ line not forged by mortals, 
I'liosc who . i l I iv-telv seek these ancle-rat lines 
seldom rnci-L with success, Lot they elude 
ileLection spells !Nfi one can claim or control 
an ancient Icy lino, «Tvr it belongs to the land 
itself (Asa reSuli, diese lines requite no main¬ 
tenance.) But those who stumble across such a 
111H! can rap the mebhalghl coursing Uirough, it 
1 1> c.a.sl realm spells regardless of who holds 
the source from which it extends. 
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I hi Li far, m< wizard who arte nip Ltd (» deac¬ 
tivate sunder, ur otherwise da slrov an ancient 
lev I iri h- has succeeded — ol lived In [ell about 
it. .Nor ha? any-mLe been able to c-vCend Ore of 
the lines. Not efeu. elves can affect them. 

usin^Ie^ lines 

Once a ley Him has been forged, the wizard l’um 
l«* jt realm spells in the terminal province as if he 
held ,i source I here Wher he summons me- 
bhaicjlil toward eiim^e!! in preparation im Lbfc 
vpeU. he drey's it through the ley line from the 
source province to (he terminal province Hr 
L.rj.n lUcis cast realm sp- H , mr]ilirincr sources up 
0 Ihe UflicSot his holding in ihe source province. 

For example, refri 1 to Map L (page L?S i, 
which shows part of ^mute's Southern Caa si 
vih-m- Ropr Apjoiididi 1 eon mils u source 12} in 
Abhal-joi .: source ( L) in A binder. anti a 
source (tl> in Ilien, It Ropy forged a ley line 
irom Ahhatuni In Aliimicr, he would he side Lu¬ 
cas L realm spcll.s which require -a source (2) in 
■\I iim i er And, oI ;o li rs e , he cun still ces i 
r?0Oreo (2) realm spells in AbbatUOr. 

Note i hat ley lines do not make source levels 
enuHiinLivc—Rogr \.anno( vasi realm spcLls 
requiring a source (3) Nor can he rap the 
Ahbatttor source in B r £ c m c or Ilian, two 
provinces ihrough which the line passes. f ie 
can tap i i'r source in onh the terminal 
province and Ihe dourer province. (To learn 
how Rogr can arrange to tap the lev line from 
Ur-.K'me or Hion. s-cc "Hook C 'pc" below.) 

I.et Hues work in. both directions . fl Rogr's 
Ah ham or source were contested and therefore 
unsjs.ibIu, he could use his lm line to lap his 
source ( I) in Alamier and east reitlm magic 
requiring g source (11 Lit Abbatuor. 

Ei .i source ever drops to level 0, ley Lmcs 
that originate from '.c disappear 

connecting ley lines 

Often a wizard will wanl to expand hjs 
sphere ot Influence by connect mg new lev- 
lines to an cxbttng ley line He may do so to 
tap his source from a province 


even farther away thrift I he original terminal 
province- m to "hook up" provinces throneh 
which die rs.yi.stlng line passes, Theso two types 
of conni cl ions u'e made through additional 
(urge Icy hue actions. 

hook-ops 

Recall Rogr Aglondier's Abbril i lor-Alanuer ley 
IIiia. Right now the Une passo.s thmngfi Ks-n^ma 
anit I'i-er (ii.pl Rogr cannot tap his source (2) From 
either ot those provinces Il Rpgr I'orge-s another 
(very short I ley line—from Ilietl to the existing 
line—he can "hook up" (lien to the line and tup 
ihe .\lib.ituor source from there. In a subsequent 
a lI iior.i round he ran forge a third ley liny futm) 
bra erne to the main line. At rhn fml of rhree 
Lection founds, Rogr can access his Abba tu of 
souivu from three other provinces. Alamier, 
Bracmc. and I lien (Refer to Map 2, page } 

Because hook up lines don t cross province 
boundaries, they cost 0 t.= B ami 0 RP to tinge 
The wizard's Only cost fe the use of tm action 
to create them. Further, because these lines 
inertly grant access to a ley line already [i.iss- 
iftg rlmiwgh the province, the success roll 
receives a +3 modilier 

eirtensions 

If Rogr wants the abifjiy to lap ihe Abbaiuor 
source from ,t]j of Medorre, he can forge yet 
another fev ane—this one connecting CacrWii 
to rhe AbbatllOr-Alamier line (see Map 2). 
this line- crosses one province boundary and 
would therefore cost Rogr I CB, 3 RP. and 
cute action io forge. 11 receives no modifier co 
the success roll, 

Note that in extension is a separate lev line 
unto Itself; il dues noL become pail of the 
original line. 


27 



map n fotyino a Je^i line 



Or' s 1 /? 


f Ikin-rij 


rnOJi 3: 

hook-ups and ektensions 
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le^ line networks 

A Lev tine uelwork is a scrim *>( l=v lines; set 
up in m iiltiple action rounds I Is it allows a 
wizard to t-Hp his Sources from manv differ* 
cut p ro v 111 ca-s. When a w- i/,F d contro 1 s 
source 1 * in saveral provinces connected vii* a 
rtetwOFk, fit: can access any source (pro 
vided its province is hooked up to the uei 
wrn'hi from any Lermin.il province. 

Rngr's actions in the previous examples 
have erealed a small network that he can 
build on in future domain turns Tor Lari tier 
discussion of ley line networks, refer Lo (he 
"Strategy and Tactics" chapter of this Iwook. 

bookkeeping 

Anv player of a wi7ard character w ill need to 
carefully Imek ley lines artd hook-ups. This 
might be most canity a ocumplis had hv La min at 
mg it map nr Rapping it ifllo a plastic sheet pro- 
led or and using dry etasfi or water erase mark¬ 
ers. irsingdiffereill colorfito designate separate 
ley lines or hook-ups is recommended. In any 
case, lev Lines are likely to change throughout 
l 11 c coil me of fi campaign, so players wilt want a 
method rhar allows fur flexibility. 

maintenance 

tvei}' domain mfii wizards must pay I RP 
per ley litu j (regardless of length} Lo maintain 
their lines. This lose represent mental energy 
ihe wizard must expend lu keep rhe tev LLeics 
in, place E#dl hook-up or exteniion counrs as 
a separate tey tine. 

Ef a wizard fails co pay. the line fades back 
into the enrlh. However, he can attempt Lo 
reforyjc it wilbhll one year with a f I bonus to 
his success rott- 

Ru-gr Agtondior's network comprises toitr 
ley lioafi and the re Lure: woo hi cost him J R.P 
to maintain: 1 RP for the main ley Line from 
Ahhatunr to Alanlier, I RP each for the two 
twhok-ups in Bratme and Ilicn and I KPfor 
the extension Lo Caorwil. 

hide-find-seek 

■ ccause lev hues hold strategic inioor- 
lance lot regents. wizards at limes may 

m’need, to locate the le> hoes ol others— 
or protect their own Unas from rivals. 





























optional 

maintenance rule: 
power-up 

Developing a h[ tong ley line neLwrsik i> .1 
s! I'd Lexica lly wise course of action. How¬ 
ever, |ui s l( | share ley lines n-i9us ilw dost af 
nwLni.en.mcc rise Ljuieidy. This cost cm bn .1 
problem tor landless wizard r^ger'.:'-—those 
who control sources bui dd not rule 
provinces— because they often colled fewer 
Regency Points 1.1 mil Jo oLher regents 

J he Optional power-up rule allows DMi 
lo make life easier on regency-port! wb- 
il'iis. Lruler this rule, WUeprds maintain lev 
lin^s .rl their own discretion, depending on 
whethci the uir.ird wants to use—or ;hink.-, 
h: might want to use—.1 lev in« during a 
particular domain turn. Wizards p.u, ibeir 
lev line maintenance before the action 
rounds ol .1 Ljumain Lurn — ho using I he 
power-up option requires some planning 
on the PCI's part. The wizard decides aL 
ibis point which ley lines Uncluding hook¬ 
ups; be will activate fot the sniirL 1 ihrec- 
month turn, Then be pays the maintenance 
costs for those ley lines and no others—but 
ho-can use only the ley lines lluu he has 
powered up. 

For esampEc, if Rpgr anticipates a pcace- 
Lul season with Mcducre hi it suspects trou¬ 
ble may he brewing in llicn, lie may elecl Lo 
ruaintain only'the AbbatuOr-Alamier Say 
line 1 ml the hook-up to I fieri Thul choice 
would save him It RP. However, lie would ]>e 
unable to cast iv,|lrn spells in Brae me or 
( aei-ivil should the need arise in the coum-c 
ufthc domain turn. 

.An inactive ley line cannot have new lines 
connected to Lc II R,oyr derides during ihe 
second dCtton round that lie -,v. ills to extend 
his Icy lino from Caerwll to the Spidei'ffedi, 
hi.'-, oul il luck until I lie neM domain turn. 
AL Lhat time- lie w r E3 have another opportu¬ 
nity lo power up the Ahlrtiier-Cacrwil line, 
and then ,idd ills bpiLleifcll evt^nsiem dur¬ 
ing rm action round. 

At (he end ol ever; don 1 . 1 i 11 hern the wizard 
regent nmsi :.,.ill 1J20 for every ir.u live Lev 
line. Oil a mil of I, ttif ley [me did not receivv 
tmpuglt residual energy-tn keep itself going 
during the turn II simply rl I ss ip.i to s the same 
way unrnaintairted lines do under the standard 
nil as. This joss affects: the vtklli-Uit v oi the rest 
of the network as ir the Line had been severed 



friop j: deactivated lot lino 



map 4: awndcred ley lino 
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imdiiw enisling 
Icy lines 

Wizards cannot delect i in- presence ul ley 
lints hy merely passing through a province. 
Rsthar, they require lh« aid of rttARic-al item*; 
artifacts. or spells 

Wizards uyi.ni' magical Items t.- detect fey 
lines must he m the provinces in which they 
seek lines unless they use the scry realm spell in 
eooiuncticm with the item For example, a wiz¬ 
ard who drinks a putfen ofl^y lifts finding CtSti 
Incite Lines in the provLncels) he visits during 
the potion'sducation—a limited area of effect, if 
he drinks- the potion after casting itiy, however, 
he can seek. Ley Litres much fan bur away. 

t he Krirg u) Lity J}tonveiy, should a wi'/jnl he 
sc lucky as to obtain this rare srhi-i-: i. can lead a 
wizard tn ley lines unerringly over great dis¬ 
tances. f or more Informality *oc the "Magical 
hems and Artifacts" chapter of this book. 

If a line has been hidden, such as through a 
fflrtsk Icy i'iric spell 1 1 1e .scarchLng wiml must 
cast duptf rtdJjti magic or ’vb.b to detect th« line 
It a kmner Line has dissipated or been sundered, 
the seafchMg wi/aid finds no sign ibal ii existed 
These measures reveal onL 1 . ley lines the 
wizard must make fUJ educated guess Of use 
Other moans lo del ermine who controls Lhe 
Lines and which sources power them. 

protecting le^i lines 

Ley I n^s can be hidden, gumtfed. and booby- 
trapped to deter other vi/ards from making 
them i.irgpets of attack. Further, wizards tan 
monitor their lute? for evidenc e ..if Tampering, 
All of these protections require a wizard Lo 
cast spa: ific realm spells such as Ley trap, Icy 
wurti'. mash fey line and pn:ttwt 'ey Line. Some 
of i hi' .'innA of lev can also aid in the protection 
of fey lines. J hose measures arc mOrr fully 
described in the 'Realm Hpclls and "Magical 
Items and. Artifacts" chapters of Lhb book. 

sabotage 

I n Cerilia magic is power. Vt iipn wizards 
wage Wi i on each olher. Lbey most often 
battle not for land hut lor the-tldlit ■ to 
Control its ruebhaighL One of the best ways to 
weaken .1 rival Li-to disable his ley Unes. If e wiz¬ 
ard limits T.hc number ol ppcwiuces in winch his 


rival l::j ii ^ast roalm magic. he can red Live Lite 
June us ot tin dead legions—or some other 
nftncitv—marching to bis front door. 

deactivation 

A wizard ;an redder a ley line It 1 mi warily mac- 
rive ihrL'ugl-i ihf realm spell uWl riven e I try 1 1 ?r>: ■ 
Ideally, the v. i/.uni should know the location of 
the line intends to disable He can. howey«r. 
dtttrti \A U- a ii nc he mer ely Si tspects e\iiU with 
Itiwer chances of sm;CUSS, l^ice the "Realm Spells' 
chapter lor [fee details of detic ftiufe hy lax.) 

No wizard ^an use a dv ll tivated line 
me In ding the person who forged it and the per¬ 
son who deactivated iL, Any ley line* Connected 
Lo Lise affeeved Lint- Lbat are not pow ered Hy 
sources of their own also tiumot be nsed during 
the period of deactivation Hook-ups become 
insignificant Ley lines connected Lu the deacti- 
v:it,.-ii line but originating in a province in which 
the wizard controls a sou rev can draw m«- 
bhaighl Jjli-ii that source Lo power realm spells. 

for viumpLc, if the High Mage Aclics don-, 
tivuled Roger Aglondier's Abbatuor-Afe infer 
Lev lirit! (see Map 3, pdge L2UJ. his attack would 
have the following effects: 

+ Rogr yrnild cast realm spalls requiring ,i source 
(2J in Abba run r only, because he coukl not 
access ttuiL source from any ollief province. 

+ He crsuld casL Spells requiring .1 source (i i 
in Caerwii, taiause he has a source I 11 in 
.Aiamicr and li separate Ley lins between lJiv 
iwn provinces, 

* He could cosi cm realm spoils in Hraeme. 

* He could cast realm spells in Abhatuor, 
ilicn, and Alamfer hcoau^t; lie 1ms Ssturccs m 
those provinces. However, hu- Sijlaction of 
spells would in- 1 I united b'- - ihe eve] of the 
siolucc in rath province 

'I'I'.esc effects would last until the fod of the 
s.p<jll's duration At I hat time the deactivated 
fey line land any oilier linei- u-ubs^ qpently 
affected) woul<l be jestored to its original 
power and accessLbility. 

simderin^ 

Suodfi-ing a lev Line perriaancitriy ents it in two. 
To sunder a line, lLv w-i.-^J-LL immi 1 m nm Is:, lotn 
Lfen. After chousing A specific poSnL in u-hich to 
ievee the ]'m\i list wizard casts imufer iey 
Jfec.Tlie spell cleanly ^li: lv-. T,e line in b ill 1'he 
breach Widens in buLh ilii'ecrious until il reachns 
d hook-up. connecting Line, or terminus (the 
point where the Lirif nriginaliy begun or ended J 


■ii ihose t ',h * points the hre.icEs stops. 

Depending on where t hf line is sundered 
and whether ii had any hook-ups or conncct- 
Enu, lirie^. ;> n ruler icy lime \ru?ll could result in 
Eu'hi smaller lines with a gap between them, 
one smaller line comprising oolv part of the 
original I up, nr the- destruction of Lhe whole 
line. Any rem,tining lines mustsrill he powered 
by aL least one source or they dissipate. 

To repair a sundered Sine, the regonl lories 
.: new ley line in the place where the h re a eh 
occurred, This new- line counts as s sc para re 
icy I me■ regardless of whether ii replaces only 
a taction of what was once a longer 5i ne. 

For c s a m p l e , i: Ae lies sunders Ei o gr' s 
Abbntuor-Al am i et tine .it lhe border her ween 
AUmier and Ur.icme Isee Map -3, page 29) his 
attack achieves the following results: 

* The breach stops al lhe hook-up in Biunm- 
Slid the terminus in Almnier. 

+ I he original line now lends from 
Abhatnor (sourer province) l.o Bl'-rteme I ter¬ 
minal provirtce), with a book-np in Him, 

+ The Alamier f.'.ierwil Line remain-. imacL, 
but is no longer connected to the rest of lhe 
network. Kogr can now casL only spells 
requiring a source ( I) in Caerwil, 

+ 11 Rogr wants to repair the hr each, he must 
i Orge a now line between B r a e m c and 
Alamier Has network would then comprise 
five Individ 11 a I I Lne s (Ah b.i 1 i; or R rn emr, 
liiaciOi? Altfinicr, Alamier-Tjaeru'il, and the 
liracme ,mJ Elien haok-ups), 

F.vcn If their rivals repair breathes immedi¬ 
ately alter wizards create them, sundering a 
icy IliLt: van si ill l .iukc long term damage: 
Depending on the loeation of the cut, replac¬ 
ing rh* hi section with a new ley lint" could 
increase lhe total number of lines in the net¬ 
work. HI uni increasing maintenance costs. Jn 
such a cose, a wizard mielu ehuo.se Lo let 
remaining pieces of a sundered ley line dissi¬ 
pate. lhen relorpe a new. full length Line. 


transferring 

power 
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sources, any Icy lints; lie larged dii- 
ripaLe unless he transfers control of 
■ be "i lu the new regeol Additionally, circumi 
st-UX i-s may warrant the need for one wizard 
to ustf ,tpother's ley lines ort it temporary or 
permanent basis. 


borrowing ley lines 

Regent wizards carefully'guard ilie locations, 
of their jtources and ley line nerworks Lejlt 
today s, trusted Irier.d become tomorrow's bit¬ 
ter rival But occasionally' a wizard Ini-i -i pood 
rca.son for lei ti up another spell easier is* hij 
ley lines. PerJutpi the regent tinds his i^alm in 
i state ciI emergency, or perhaps he needs to 
Leach an nppfen I k e the secrets of ley lines. 
Regardless of the cause tlie sharing of sue h 
power i-s serious business. 

A wizard van gran I another w r izaid use of 
his ley linc(s) ihrough the Its link action: 

♦- 

L*y Link Success: Auto 

Type: Free Base Cost: ] KP 

This action enables ,s regm! wizard to tcni- 

pnrurily transfer control of one ot.)(* of his 

sources and/Or ley Lines to a n nthe r regent wiz¬ 
ard. I'hv lending wizard must specify w hi h 
source (s | anil/nr l«y line Is) he intends to share 
with the borrower. 

The borrowing wizard must meet two eti¬ 
tle ria. Fuse, he must obtain permission from 
the wizard who control's the source is) and/or 
lm e (s) he wa nts To bo i >\i w (Th is pe rm issi on 
can be coerced.) Second, he must already have 
a connection with Cerika's mcbbaigkl by con¬ 
trolling Ml least one source of bis own some¬ 
where no the continent. 

This H C Lion lorms an • m mad i,i i r- Lint 
between the borrowing wizard and Lhe 
sourvt's/ley lines. The link Ld.sts fpi iwo action 
rounds, during which chc lending wizard eart- 
not access the borrowed sources and lines. 
The lending wizard still retains control of htS 
holdings and network—ho is jucr .illowing the 
othef xs'i/ntrd to borrow the energy 

Should Lhe Lend Lug wizard want lo break the 
link before the end of its duratioo, lie can do 
.so by periorming another ley U=lk ys lion, this 
time ticking himself to chc holdings. 

- -♦-- 

bei]ueatIiino- ley lines 

When a regent dies, or when be peroanenrI■. 

'.i-itjj.ji'jL j. joijtrri! of a 'iourx.o (hfotigh a teie 
mony ol investiture, aoy r lev lines Stemming 
from that source immedl.ue-h diiiipiUe. Il the 
divesting regenr wiislies pi prevent this, he can 
[.lerlorm the toy link rsf.tion LmnsJering control 
to his heir—prior in ch c inw ii 11 p- vertnnunv. 


31 







alternative 
I methods for 
forging ley lines 

T he lev Ins rules presented above me the 
hi .i ml.i i'lH a,L 3 i d l- I in c s Jut Bl k i'H Rrr.llT 
products iind I he official itJch tor tom- 
na merit pky, However, because wizAttlfl. par¬ 
ticularly landless wi yards—arc typic illy the 
poorest regent!'. in a campaign (collecting no 
uo;es, Lemplc offering, or guild profits) indi¬ 
vidual Dungeon Masters mipliL Wfitll to give 
them a break when it comes to the cost of cre¬ 
ating and ti i.1 ii: i_i11llii c. a ley line nvlwot-h. DMs 
..an,, <ir their discretion, allow players to use Orte 
of rh-ise alternative methods for forging and 
(Pfljficatnmg ley lines, 

method one: 

disc on nt inainTencmce 

Oils method allows d V, ivard Lit extend exist¬ 
ing ley lines withoul incurring-additional 
ma i rite mince toils. This results in a mew 
domain action: extend ley lino. I he coti is 
1 RF .nid I CB pur province crossed, just 
like forging, the wiiord adds provinces to 
one end of a lev line bur pays no additional 
nuiirl.mi.iiicc costs iWllltm: they become 
pin of,i single line. The wizard gains ilie 
ability to cast realm spelis from I he line's 
new terminal province, in addition Lo the 
previous terminal province 

For example. Rogr's original ley line ran 
from AbbatuOi to Alamier. Under the stan¬ 
dard rules, when tic added .i line from 
Vi. nLici to UaerWil it counted as a Second 
line, l 'ndcr Lhix method, the .Alamier-Cii-sr- 
Wil line becomes purl of rhe iitt-i line - in 
other w'urtls. he HOW has just one line which 
runs from Aid hi ! nor to CaCrwi], He caii cast 
realm spells in a lota I of three provinces, hut 
hell have to pax mai me nance costs- for onlv 
one lev line. As a buittia, Alamier acts as a 
terminus io die event the line is severed. If a 
rival severs ihf ime, the breach would 
spread only as far 4* Alamier (regardless 'll 
where I he jin e - was c i lc >. 


Additionally, tills method grants Wizards 
4 . discount when adding hook-ups to their 
lints. Wizards can create up to five hook¬ 
ups with u single forge ley Sine action, al A 
cost ciL 1 OB, plus 1 RP per hook-up The 
maintenance cost for hook-ups is 1 RP per 
five hodlt-np 1 - 

method two: 

powQf fonjm<T 

This tvsieiti saves wizards both mu-nci oui 
Lime In not only reducing maintenance costa 
but also cut ring down on the number of 
action rounds needeJ rn build a significant 
Icy lint; network. 

•\v in lhe standard roles, Icy tines con¬ 
nect two province: > H and Any number oi 
provinces C-iri lie he tween the source 
province iiud the terminal province. How, 
ever, undfi rhis met boil wizards can access 
the TTiebhaighl flowing through a let I mu 
J'roiit urt-v province r £>.■ ni-!gh wkuh (he lint 
p 4 £S£S—no hook-ups required. 

Further. any line 4 pi aver can draw on the 
map without iifting his pencil is considered 
one line, and in doexn'l matter whethei the 
line is straight or curved— she PC! incur!: no 
Additional cos! It also doesn't matter il he 
starts with 4 small line and Adds on to ii 
late l— it's still jusr. one line. 

Thus il Rog^ forged a lex line from 
Abbatuor to Cae^vil—passing liiroogh Ihcn, 
Graeme, and ALimicr—he woidd have the 
Ability, by Lhu end of that single Action round, 
to cast realm spells requiring li source ('21 in 
,ill five provinces- And the hne would, cosi a 
mere l CiB per domain rum to ni-iiotain. 

ptTs should, however, beware forging enor¬ 
mous lines, that sn-ikc thrcmpli half the 
provinces In Cevilr.i A nne-lintf-iloes-it-all 
plan has serious strategic weaknesses. WIjM-c- 
ihia method allows a PC 10 forge a power! U 
line quickly .md with little maintenance cost, 
such .i line is very vulnerable. A rival needs to 
suiidet the tine in only' one place—anywhere 
along the line-—and Lhe whole thing dissi¬ 
pates. Better to forge multiple 1 mt-s: J he 
extra c rjK rive buys wi 11 rity. 

































an vii v^ i\ja 

and tactics 


Today in Ho e\ on ir otirt I caught j gfjtnp.nc of 
the High Magi! Ai/i!i['-,, Though short Eh stature, 
thu paver he wEidis ji-mJi? tj in: Aiiem to loam aver 
,%i. i knew. lit J wfl&rfced him enter the roam, that 
Someday J vran fed f(? <tthieve -.vfrar he rij; 

lLi Hjj.! 1 Vl|'—[.;, at once l iimrunM r/jc mehhaifihl of 

t a'lrlkl and the respect of fr -. m/era, 

— your PC wizard 

- + - 

c lLEJ j n wizards lead lives full of possi¬ 
bility. They can , 1 k LhemselYca with 
other R’RC-nU or operate as free agents: 
they -nn rule the people Lif -i ['H/uviitL’e or only 
trs iii.-gii; they can use their spells 10 wage war 
or hiipg peace. WHjfh path shop Ed a player 
choose lor his character? 

the footsteps 
of others 

S ometimes Lbe best way to learn is bv 
example The foIbowSng characters (whom 
readers might recognize L'rum other 
BCRTtlRICillT products) are spelkasters nf great 
influence in C>vifi-i ■ To meet one £;-■ to have a 
brush with power to sludy under one is die edu¬ 
cation of a lifetime. Jo a way. that is die opportu¬ 
nity we offer here—an int rod net ion to chess 
"major mages. - ,i chance lor a plavcr to lu.i-n 
from the successes and Juilures of the masters 
when planning his PC's uwtl rise to hJolv 


liiyh move aelies 



(.Tiicp.ier + 3 ) 


Bloodline: Vurvnn. major, !Jn. 

Blood Abilities; Protection from evil, btoad- 
mark fa rghtqjflg boll-shaped birthmark on 
his right shoulder). 

.SpecMi Equipment: securer +3. rfng ojFprntec- 
firm 4.1, cloak of diipUiccmcnt, boats of srridEptg 
lTHlE .Tprifligfffig, wand Lif"metric missiles, numer¬ 
ous potions and scrolls. 

Spells Usually Memorized: Audible gjarrii:.- 
comprehend hmHuugffS, citnteinj; Jr'qhfj. enlarge, 
erase: glitterdtttl mtjjrmvd phsrmnyuKU /brer. ray 
uj cnkpf'Ifincur, .raan.\ .shditer." feign death, ftreboll. 
flaiKB arm tv. InjravisfiH]. ecsjfrOiOrt. 

mpnrv\id irtvivibiiity, phantasmal killci, Si<ae\ 
ppetd s xfejJuWy disriKcfEon, rntraf; arniJiiurr, cone 
of cold, distortion, fecblemind, stato-e 

shape: iitrttitftijie jfiefJ. deaih fog, eyebite: 
force: aye. resist jHtfgjc pidjimJlph tfny object. 
Proficiencies: Dagger. Staff, Etiquette, Her¬ 
ald ry. Rl: a dip. gfWr i 1 in. g Anu ire a n. Re ad j n^/ 
Writing Basarii, ReadingAVfiring Elvish, 
binging., Spelkraft. 

DesuriptKm/JrlistQiy: ilw High M jr f Allies, 
ririt rlsent ioned in the ftuiuj of l-.mpoe book of 
ihe ijhl .i it hoxed ‘u i. s a hiiw I nosed 
man with fctern Features. Hk. lean frame has 
been scarred hs many adventures .inti an 
unending Lbirst for more magic. Soi.ill for n 
half-elf, he stands litlh. more that; a feet, b 
inches-tall and ,weighs l-Jumil lUfl lbs. But even 
ifcmsc who do not know his power rC00gnl/.e 
his confidence and stem demeanor: Aolies 
..ommandn res peer, .md often deference, 
nearly cvcrywhere c. i ravek. 

Aolios is rumored tu Ik j hiirltLreilji 

Upoti hundreds of ycays old If such storces are 
true, llifi age is lire onl> part kaf the High Magg, 
that i<-JlecLl. hiji eben hentaye. Aclics bqlds a 
consider.sld^ sOLIfi t < lumain right Lq the ecneer 
of the forme:' Airdiw^O Empire and, Lhuugh 
reclusive, seoms lo hear oo particular alTinky 
far other uh\ts or di^liVc of himnn; 

(”nrrp o ily. Aj 4 t ||{ov • iimjipl «.• ■■ rt ii Hq jjr 

Aslbpdior. the nfer of 11 iyn ', r unl ihe most 
prominent, >f iirtl in oil powerful, human 
mage- of iho 5m it hern 1 T-aSti lor his share of 
the sand's mchli.iighi. The. . om pel it ton would, 
at itr-iit glance, seem to Its 3 gnpss misiriateb— 
P-Cgr ls si sbort-liveri, fpiy-le-wl human wi'/,ird. 
while ihe High \1 j ge Aali^s is well, ihe 








High Mage An:Ii ^k j.pp.TT^ntl ^ 1 immnrs.ill 
i.rtirtt<iiijcly powerful, and cunning in i lie 
exlitm'it. But cut closer examiruU inn, iht; ennv 
il i'l'i n between the two . 

. . , is still ,t gross mi&mnU'-U- 
'Why. Then, does the High Mage permit 
Hurt— nr anyone else—la develop sources .aniJ 
Ollier holdings in the area? 

The hiyfh ma<s stmte<ries 

Vlies values knowledge ami power as ike high¬ 
est of commodities. He seldom worries about 
material possessions (including ^old), prefer¬ 
ring iq Lea ve thcisy conee i n s to his lieutenants 
and samelimc u lies. Adi us is a true lawful neu¬ 
tral chaui-L-ter- lie respects treaties. alliances, 
andcontraeLs lo tins l« crer. He depends on his 
l>«.>in^vflikf honor to see him through crises 
■uilJ leali time;, much as he depends on ins wiz- 
ai'dtv power and potent spe' Is to sem him 
through physical or magis-id ■ t sal ten Res. 

As a result. Aelies sees no pro fir—no knowl¬ 
edge gained, no real pnwet accumulated—by 
c-liminatinB “friendly" rivals (Aches defines .1 
friendly rival 3.5 one who does not '.77. to hike 
whal Aclies already owns 1 The high muge 
slowly act ui'm.il tes more sources (or improves 
the strength of llios* he itas) wh ile gradually 
growing in power and knowledge, He re eng¬ 
ulfs the face th.at his riven herd ige gi\a^ him 
a certain patience—an urdi lli-riedness—that 
both helps and hinders the achievement of his 
goals, He can afford to wait until in uncouth 
or unpredictable rival makes a 11 list-ike (or dies 
of old ago), hut hr also has -1 hard note moti¬ 
vating himself to frenetic activity ns pure 
himiaihLy has always been able LO do 1 : Aelies 
ACQUites one new source every five y:. ;s, lie 
would consider that a lightning pice, 

Arties also recognises Lhe value ol patience 
nod 11 £Lel r.t! Its . I he lc have been no serious chal¬ 
lenges to h,is power in over lOOyenrS. 1 lie ill'll 
true enemv Aches hi>i .3 was the {‘oLtotess Adrien 
Ruell—a wizard who fried to use sorcery to 
make her realm the center of a new Amur can 
Empire. The countess now the high mages 
••• f.r.l. Ii^ldirtg of power as a threat Us her 
own and sought to eliminate Aelies. In (he end 
1 his view hasU ned the demise oi her woukl f't- 
eiupLCc i, .is we I Lis h^rtelt 1 
because other rulers in 
Anuire knew Aelies 
was a fair-dealing. 

nc 11 trill power 1 . 
They saw Ash wn'f 

LtuuUpi■ 1 ; 1 1 .inns as 


a violation ol Uns-pokeri and spoken tTr itir-... 
and eventually combined their power 1 <> elimi¬ 
nate the rabid woil train the pack, \ehes, as 
always! assisted Ills allies in their r-odenvocs 
buL never 1 Qf»ce revealed j passion one way or 
another—lie simply did what wiS tiecfissaiy. 

The I null iiL.ige is a builder aiid n fortifier. 
Ttis sources are all connucIt=d hv Icy lines 
^nd— .1^ unfortunate challengers might find— 
he faa S 1 :";ippcd and pruLecled his source^ 
milL lines, tvhen Aelies establishes a new 
source or forges a new 1 lev I me. he dcLs Only 
with carelu] consideration ut fhd consc- 
i|LiKiu;es. He fenews what he is doing when lie 
eh.iMenges a rival, but the rival may not. 
Allies forging a ley linv into another regent's 
<1 a main nti-rhL be a Lvst for reaction or m 
aggressive rncivq-, Cir it might he part of a 
longer, more complu tiled scheme. 

1 he E kgh VLjjih Aelie s has achieved 1 ,-^aLe 
many vvtovn'I h cirvw hnt few will et : er know for 
themselves, Though he rules no provinces and 
ctoLU-ClS no ca?;cs there lire always regents ol 
Iliw, guild, temple, ami even other source hold- 
in gs willing to provide i im w ith gold, Imnjis, 
or workers l.as lie require 5 ) free ol charge or 
feu I: a few favors. - t a lies is generally Ciiteftil to 
avoid huiiding friendships sLrong enough to 
cause enntily nretong others. I iir example, 
though Ih.c realms el Me doe re. Rue seme, ami 
[lien gerkerally feel threatened by the p^wer o( 
Choere, Ae-lias seldom helps iheUI enough to 
peL Ehe R.iron of C hoe re atjgt'> at him —and 
Ac lies; will even do occasional favors or per- 
f'urm paid services for Lhocre 

The wl^Ufd seldom uses, his Spoilt in armed 
conflict The High Mage gerwi-Jl b- assume a 
thaL when two realms go to WhU 1 , theyfighL 
over a mnmlAnc conflict not worthy of his 
interference. Wlum he docs thous* i.u become 
Involved hnwe-ve r, he holds not king hack, lie 
reasons thin the tide he does not support will 
recognize him as ^ threat—and by extent inn, 
an enemy. Aelies doc a not like to be perceived 
bv u.tivOiU us an enemy So he eLEniinates thjtsc 
who arrive at that judjiirueflT- 

|f the Ed igh \tage Afiljas Ivus a weakness u 
is ‘jclf-ahsorpLitui, Aelies has been known ro 
drop out of sigh 1 (on the political mup of 
Anuire) iur months or years at a I hue while he 
devotes himself 10 a personal project. He will 
11 ol neglect coiumituiciitj! 01 Ireiiti-cs during 
this time, bul lie may find him sell so .iLjftorbed 
that he neglects Lite sT-itc oi his own holdings, 
Am a result. Aclies leaves Ids usually human 
retainers Lo m.irhige his domain This, practice 
has, on more than one occasion, l«-d t.o the 
high mage's Iosif of entire sources or lev line 
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hccwtu'ks. Ajc I L^’.s tends to forget, having l-Hjiri 
alive in 1 bund . ds ■:■ 1 vcar c ,, th i vw ry i ,r • ■. 
years or SO he hab t6’train j whole .1 :••••. s <.ii 
lie ute mi Oils—some ut whcim might riot 1 1 t i -l e 
the same capyhiblies as Lkciv predecessors. 

I he High Miitjt Adieu could Thus sumniii- 
ri^c his 

AccumuhiLB trough knowledge and 
power to be respected, but not such a repu¬ 
tation as to he overtly feared, To do so. build 
Solid easily mainta iiied I’l-et-works of holdings 
irid Il-v lines and Ho noi try 1 u sunnsh every 
potenchtl rival who comc.s down rite road, 

Qe patient, t\V£n il you are not immortal 
vdu have time on yiuir side. WiHarris become 
only more powerful md knowledgeable with 
I i mi?. J" h c ill ties' voi i get i. lie more power vou 
are likely Lo hare accrued. frying Lo achieve 
loo much too quickly will only make your 
neighbors nervous. 

He honeSl — itnrpHloitr/y honest. Fulfill your 
contracts I'.i tile Je l Ler til pood faicli. Take no joy 
in outs man i og or cheating a supposed alh 
Today's financial oi polilk-a] coup mav become 
tomorrows defeat. Fulfilling an agreed-to 
-.ontract or treatv makes you kiok good, break¬ 
ing even an unfair contra.’, nnnkes other!* less 
willmj* Lo negotiate with you n the future 

Form alliances hut not unions. Si ding too 
utten with one side ill a conflict ot one partial- 
Irr ruler i n area may associate vo;i iirtfavot'* 
ably wiL h ehnL power Enemies of chid nil vr 
become your enemies, because they see yen is 
acting in ili i regent's favor 

Oh La in trustworthy and competent lieu- 
tenunts. Many of the Lhing.s wiir.aeth do vhLU- 
nr>i he dotic by anyone rise and take (inis .mil 
grey i *Iiorl Also vdu may !ie called Ori 1 
adventure nr explore faraway lands in dearth 
of k i m tv, It ij gr . V powc rful wi y .a ■ ■ i n^ed s people 
v.his cai.i futiill ids contract> u ith other regrtlLS 


learning from llui 
hi^li mule's mistakes 

Acliet isn't perfect- or irtfdliible. PCs who 
study his methods can also lonOi whaL nol so do: 

Du nut became so cortceFTwd with the pur¬ 
suit ml knowledge or power tjifll yon lorgei to 
i>ro[evt your interests -p-i5■- • L i king hi. 
SJJilii nod hiit achieved a verv high character 
lovet; be can recover from setbacks 
Mortal and low-er-kwl speHcasters 
niiglLL not pet a second chanetj. 

Pick your Eights. I'hcrttgh Allies I.SII 1 proud 
of lire fact be has made a few an-erojets over 


the vears. EorturiiteEv, lit- lias I’H-^n jiblfc Lo OUL- 
\jnt or out-cafit them tmtl hns survival—but he 
has paid a prjec more than rnw, 

Tl you desire larger domains or mUfyllip 
beyond Ac lie as scope, you might have to 
choose a permanent ally or two. A plies 1ms a 
good, solid domain—but aft.er several centuries, 
ii could bo a lor larger. Hare oJ the prohlem 
i nigh i he the high male's reluctance Lo farm p.r- 
fi.Wieul aliLuicea or enmities 


quirad al-dinn 



■ 1 rhkivL rtrt%i?dc Khinosi HmumctKce?; 
J'ht! .Sikawr! i, 1 tbi! SouthldTids" 


Bloodline: Basaia, major, JS 

Bloud Abilities: Ale renews, divine wr.illi, 

resistance (major). 

Special Lcjuipmcni: Staff * I, nine of hfekidtrtg, 
hrwcrr.i of defense At".' .5, hoofs oflevitat low, 
numerous potaons and scroll- 1 ?. 

Spells L'suatly MeiaioriKcd: C tmich 
aandc-ad. ijreuaw xbruAftig i/jnsccp jtfn-am,- 

durJtHcsi i ■' rad fits eintid, li;vi;a[t'. Vi.vi f lc.' 
.iFccfrai Jhajid, 1 blinL cJjirauiiijiac* fly bm'd 
landeod, •’■anEpirrc fivaic??.-■cnMiu y'i.m, t- 
pkiFFf ^j’Lvnnrb, polymorph self; . ininjJtL- Jr a. i ? 
ndckiftFJ’fs, tosfi&Mitc tiocA fi> .aiftfiJ, 

Ibcsfitiunjctes; Slail. Re .III mg’ 1 Anting Bssarii, 

Hv 4 ld i I'l g-'Wc h hit, 

Hjuvcn, 

SpcIktiHj. 1 
SuR-ival. ; 



V/ 




fibi 

>s 
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DcscriptLon/HiKtory: Quirind nb-Dinn. men¬ 
tioned in the fijurih Ht^uauiis l. .uufuliy.ri expan¬ 
sion [and pictured on the cowr of ibis h: 

• . man on the run He refused jo pilgrimage lu 
tli r Temple of KLIni and rake the Fi^ l Oflihs 
required of Khinasi ^iiards' he therefor* h.ss 
been sentenced, to die. The UT-year-old. reue 
gilde SOIrtds just shy Dt -b leet anr! is. of medium 
build His striking Ja tin I features .are easy to 
remember, however* were it not fbt his .lioi ! 
ness 5iliMul ability and potymarpb self spell he 
prohahly would have been found ltra# ago. 

ffcWitin find The five oaths 

Onload nl i>iiir' began his studies as an appren¬ 
tice iH-h ,a well-respected sorcerer in the city of 
Ada ha to sou them Aft a He lie was an :tpt stu¬ 
dent often praised by his teacher. Eut it hen 
the day came for him to begin hi* pil^tirnage 
to the temple. at-Dinn bulked at rh< prospecl 

• i 1 taking the Five Oaths: 

Vii I'l'mi' tbti f ui?rmc!ii-ci's of ihe lawful rrder of 
ibt .ifnti'. Al-Dinn had mo qualms with this 
oath Though he personally did not agree ss-s i.h 
many rules, lie fell, his power as a wizard 
would allow him to t iupge or influence laws 

To present JMti pip feet all fertowtedg* 1 . Quirad 
could have Swum to Litis; oath if necessary To 
must Khinasi wizards, preserving knowledge 
means sharing ic—the more people who know 
something, the less chance il has of becoming 
Idal. Tile future "Shame of the South htiu'ls," 
however was always cm-unis pec l in wh.3.1 
knowledge he would share with others. 

Sever to raise a hand again.tt a/nubt? nr./cr 
jf.Tunr iu inc oaths, except as OQtnnKwdtd hv thi- 
tiegr in Jawjful war. her.-iuse llij.s oaill mean l 
other wizards could not attack Or lurtm him, 
al-Dinn was all in favor of this eruiirmmilmeni;. 

Sever in use magts fq - .rise nr L'oemttJ nii;u fu 
wifi* dbc dead. Ill is o.itli was ,d Dinri down¬ 
fall. Despite rhe taboo against necromancy in. 


KJiinasl lands, death magic bad always. held a 
fascination for him. As a hoy, Qnrr.ul was the 
type who enjoyed winching small . iwalnres 
die as an adult, ho went out of his way Lowl¬ 
iness l he torture and execution of criminals 
and bitiitinc obsessed with the idea oi rcvivifE- 
Catiun Al-Diim saw necromantic creations as 
life U Elder control, He would ne ver have to 
worry ibuLH -I comtue or skeleton betraying 
h.ii'i ui v.,:*using Iris own death. 

II;- de.fCtyri any n'itildi'T of (tvc magic who don 
mat abide by c.brse nadis. \ few iron KhLna&i viz. 
nrdi son Quirad al-Dmn as a social revolultortarv 
because he did noL think wizards should be 
destroyed merely for not £ wearing to the Five 
Oaths. This view might M accurate, but more 
likely Quirad simply knew that ibis o-dh would 
become his death wjirr mi ,uit I i lot I: i i ■ g b 13 lore 
Important to jbDiiin iIilui his own survival 
Contrary to some rom-n tic mxounis, 
Quiracf al-Dinn did not challenge the rightnoss 
of the Five Oath* and—refusing to swear to 
1 hern—escape Lhe Khinati landt through his 
own wits and courage. Rather, the soon-to-be 
Sli a oiu oi lhe Si-ui hi Mirk bn tulle (I up -i Irw 
possessions and left his inaste i s home bn the 
ruse of going on his ptlgiffiaage Bui as days 
grew into weeks, and weeks in To months, 
Qui rad neve i art ivy t] at the 1 em pJe. h • sie,i 11 , 
he Fled north lo Rjurik 

Upon realizing ai-Dinn's deception, the 
eiders v-l Lhe Tom pic of Rilni placed him u.n.dcr 
•ui immediate death Sentence that could he 
commuted only il al-Dinn appeared immedi¬ 
ately bciorc a council of wizards pled 
Lor mercy, and swore to the l ive 
Oaths The time for supplication 
liiii Long since elapsed. 
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ll first :s 1 - 11 >: 111" Struggled tO 4 11TYO F c in the 
highlands and forests of u n Lam il La r Lt - fri Lory 
,ind an unfricn Ah climate Soon, however, he 
established .t hast. 1 at operations lor hi marl | 
whorc — ihrou^h s l j Lt-s i iEly, re sk.i iv It, .1nd 
expc rimcm Lziion—he improved Luv llU&teiy of 
Spcl!-cavting and conLrol over several of i 1 1 e 
region's magical sources. 

Hunted ami feared, the re uegade wizard 
spends most of Iris days in Rjtmk- He some- 
limes- enjoys llm < nf AdriaLa. a mys¬ 

terious no rearers who also controls several 
magical sources. Quirad is smillert wrlti the 
womani who i 1 - nearly his equal in mat;Leal 
abilities. Tt is. however n I mi n mis relit Lon- 
s.htp: ’imv.::i i me:-, i lit: I ,vo .ire rivals pursing 
the same goals, or nueic.tl items sometimes 
ihtfv cooperate Hath keep their origins 
secret Irom each other and outsiders. 

Together, they protect rheii home with a mall 
force of corpses tinev path ere d and aistti Bod¬ 
ies of cimgs, humans, and dwap. es, the iind&ld 
force keeps travelers and Wanderers ell bay. 

stoyiruf uliwum tin; bull's eye: 

u l-f Hi in’s shTLtetjiefl for sun/iual 

■# 

Quirnd al-Dinn is ilboul ns i Imotic and ego¬ 
centric a being its ever walked the 1 arris of 
tie ilia Ul- sees everything and everyone lie 
encounters as a tool so be used or the gateway 
to a goal—-with the possible exception dl his 
sometime lover. Ad rial a Even she gains entree 
imIli his world only because she eompLcmcr ■& 
Ids power and fulfills his needs. 

Qulrad believes iliac others chink an he doe?, 
hur not as ilcariv. Lb him. everyone must be try¬ 
ing U'i further their own goals by manipulating 
i? vl i y one else i n a n i p ul at i on an d sc Li - serein \i 
greed i.s all he understands By exten¬ 
sion. altruism is cicher romantic fool¬ 
ishness orvelkd manipulation in its 
own i ighc, Al-Dinn believes r .h,tt 
the wizard-- oi Kh inaJi triiji I I n 
bind and ncmipidaie him 
with Ibeir Five tlaths; 
having faded, they seek 
. 1 to destroy him 



I i. L.m-;i: it: is, .1 IiuIIl; lOL.unplc to I Ilf II IIV I ■; x rijJJfl 
A ha i all, lie reasons, no evil has come ro him 
ive/mse hr refused to swear I he oi hs. 

Al-Dinn is suspicious ul Lhose around him: 
on occasion, he even IrelievCS fate and CLreum- 
stance cunspire aguitssl hint. He wimctimes 
comes up with convoluted themes to achieve 
simple goals because be always sees a third 
party ready to not ilgamst him ^whether or not 
rbat perception is iUXUi'ite ■. In Rjurik, where 
wizards arc reguided as creatures to be sm- 
peeled, ibis deviousness has served him more 
often than not 

As a m.m ui) ‘lie rim and. Later j wizard in 
hiding. al-Dinn sprnl many long hours devis¬ 
ing pl.u6.-b urld plans to ensure his .survival md 
incred.ke-d power. Sometimes his nature h.is 
interfered with his own success., but fot ihe 
niijy p*iri he h,is nude few costly mistake !•- 
Quirm.1 .d Dinai would summarize his Undies 
,n follows; 

1. Lso, use. use. Everyone and everything you 
i ncounter can be used In your advantage-, 
Most people will lei you use thorn—nay. 
encourage you to use I hem—if they think il i 1 * 
Lht". who wi! hi no lit. I hose who ohje-it to 
being manipulated onlv despise you because 
Lhev ;lre eftv ions nf vour power and abilities 

If possible, pritiUP your Louis" fur future 
use by greasing lEieir gears. 1 ivc those you 
manipulate a little- til W! 1 <!! ibv;. want, but da 
not give ir ill in gal mg ■ pJWi , find out 
what it mosL wants and gim it ,s little—no 
more. If you ever give the object ol your 
rrvLni] 5 uLiJiion what it wants, ii will ,| hand (in 
yvni, Ctatirude is a fleeting ettHdion; you do 
licit want those you manipulate up gain itvcry- 
Ehing they want, or they will S<" new goals-— 
emes that conflict with yours 

He aware of outside man ip U ta ti ruts by 

those P>f equal power or position, ... 

vuu maj ivislt to go along with another's 
p.itirtipuUtirmH because you cun gel some thing 
you wiin: Do nor allow yourself In be drawn 
ton deeply into another s weh, however—when 
vc m stnrt substilutiug t’Otu w ill and desiics fur 
that of anniher, ymi .ire- on the mad to ruin. 

Your domain exists tor vuttr use. Do not let 
others ibink you owe them anything <ir dial 
thus hiu/e a bold on you Treaties at id uJJi "ves 
can he rn.ich bpi they .tic made to L?e ragfifeli ■■ 
Lhe>'Eusi tuu lung. Du iJLri Mml i bipi A*]f TivSth 
i,-.,- |■.c- mi treaties because they give .i Itan- 

rJ!e with H'bicli rr> >-tcer you. CionsidiEi cart fully 
before diversify! rig your domain—if you assume 
the rtdvT-Dp pf a law nr guild hoLding. you i'miv 
h H |v« g2v.;"dt.Oi influence anti resources hut. youi 
if:S|a>nsihi1ities will increase gei.ir=vi.ric-illy 
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Tljrpforc the bdUMtjrict ft! yD|ir junucry 
.mil try' Lu surpass them I >n not subscribe [y 
fb.£ I imitations of the weak. If j noth.?,r .s H ivs 
s-pnibilling is impossible or immoral, that :s 
hoii.nittc be l-j. iino( or dares not, pcrUum ihc 
deed himself You can pretend to allow him to 
inl!n*:Ve yon, LuiL always explore the V impos¬ 
sible.' Voilt mdfub and ethics are yours to 
decide; lei no One dictate your thoughts or 
■actions by iJvitf own standards, 


learning from Quimd 
al -ninn’s mistakes 

Much can be lea: ned from studying tfl-DEnn 
Bui this obsessive man living il life of isolation 
ls hardly a perfect 3 -oIp model. Avoid Learning; 
these Lessens the hard wav- 

Oiilh breakers reap their own harvest- A 
. nni -ng ut clever person can benefit from 
duplicilv Quirjid aE-DLnn learned much dur¬ 
ing His a ppi <• rllice^hip and afterwards 
preyed on i lit: KIhtui-Si confidence in custom 
and tradition. His t.onchei und the temple 
elders were so certain rh.n anv wizard studv- 
ing their ways would mot shirk from taking 
the I'ivc Oaths tbai 1ln--\ ignored the al- 
Dinn's disturbing tinJ propensities. 

tV1 1 Kii he betrayed them he escaped sherrjus- 
'.b-e—but now he lives in exile. envious of ?iiti 
re-wards reaped by those who remained faith¬ 
ful. aJlll bearing the unui of in oath breaker. 

Nut everyone thinks flic was yo li do. if 
■l : hjli -iTr* self-absorbed or self-serving In .it! your 
tkydings, that selfishness will become apparent 
lb l.ll'OSe who hold LhemselvcH to higher stan¬ 
dards Soon all your plots will hai r e the sam^ 
flaw; If an enemy or would-be pawn cm dis 
cover what you have to gain frmn a juntk.u - if 
ploy, be can unravc l the weaving of those plans 
wiLh little trouble. Besides, those who st:( k 
only personal gain and strive to manipnlau: ejnli 
: l-s i jUm ! | into the trap of being manipulated 
by thei r own desire:'. ,mh.I sospteion&. 

All power has ;■ prite. So far, al-Dinn has 
paid for his extra ‘‘frefirk'iov" by losing his home¬ 
land and the respect of hi.-; peers He eventually 
may pay with his life because be has made pow¬ 
erful, unwavering enemies And rumors .Say 

■ fll I Jiiuj nia' sQuii pj:\ j. (Jjii'kti piiyy if 

be Continues In camper with uecrommu ;y .irstl 
'■he veil betwccn Cerrli'a and the Shadow 
World, he could end up lyleiivEog murt power 
Iban he can control. 


calicnc Uwcl^ri 



1 V'fr.fi rdtjj of Gnrvteniiihh 
5 r m- l if—i 1 r I RttlJi! wiif+r 4 


S: 

9 

l>; 

13 

C: 

1 1 

I; 

17 

W: 

lfi 

Ch: 

14 


AL: 1 ,N 

AC: 7 

hp: Vi 

MV: 12 

TILACU: lb 

#AT: 1 

Ding: ld6 (stalt'l 


Hffirtdlirrrr Reymr. minor, lb. 

IVEood Ability; Re&blortie: ^minor), 

Special Equipment; S i ;-l | o orgh L scrolls 
i scribed spell-.;*, seven as,sorted potions, 

Spells Usually Memorised: .SJeep, 
ip idtr efiratb, taunt, rrmriloniJivni,- kn'imrc, num- 
.ewr situ me; fly 

Proficiencies: .Staff i ire-hmldi ng. 1 :shmy, 
Read i ng/Writ ing llrccht, S pollc rafi. Swimming. 
Llese 1-ipJ iou/fli >ro ry; ChlEitfOC S.lwelyn, JTifil- 
LiUJlcd in die Htfvuni r?,i rbr Grcut Ben cam- 
p-i ign s\p,oi.sinn b i young wumtul stire of 
Her^g-ll but LlllsUre ul llie ftlUtre ol GreveS- 
rrtuhli Lhe tlomain in which the I isos. Small 
and ?;!ighl lor :i ffrrLii L is ddi ,tn. the ^6 - l r rir- 
i>hl siantb barely 5 LaII Lind weight- .fu" 1 - 

und&i 10f) poLmtli. She wears her blumi hail’ 
[Hilled Kick in a topknot, nru.1 ilrosseE; in plain 
LioI S-erviCeti hl c cLn htis, G Li 1 iene is vrrv 
m r;H;1 iv« nod aurpj^jsingly eloquent for One 

not used to coun file.. 

Indeed. G<ilient Lbvdyn dbcifum- 
many i.-l the turnforls 
of civili All.ion ri’L vri 


a.s she stLugglcs 
to bring jc 
to her 
homeland. 
i?umored 
to ft are 
ell" biiKid 
in her 
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vein.-., i btf VVi/.nrd e s * of Grave am Llht scemi 
mtenl oji turning the rough wtldcmesa into i'i 
comfort-dbl*! and prospermia land. Unfurtu- 
nutelvv shf lus few .lilies, in this endeavor Her 
irt.iiiL nemesis, Colin Shaefpaete, 1 Hl- Es-I nul 
Mflge, does what he can to thwart her civiliz¬ 
ing ;iUempts; the l>uke ot GrevetjrriOh 1 1 
fSkaemes K.ul burgher, offers no help at ill 

Calient controls several ol the ieaim's 
Inland sources, halving inherit ed ihc I irst 
from her teacher a lew year* ago and slowly 
adding oLhers to her domain, Cut off from 
ins Inn Lion early in her career (!t is said her 
former teacher ran alus.il ut Lite pirates of ihe 
/tvcilundsb Calicnc has a thirsl foe knowl¬ 
edge hut considers her mundane pursuits to 
he more important siL this lime. 

Unlike must regents. Calienc Lhvclyn has 
no permanent residence. Technically the court 
wizard of Grevesmiihl, .she disdains the court 
with u fervor matched only by the duke’s ifldif 
I ere 11 ce lo her existence. As a resulL, mom of 
Calicne's magical experiments and research 
•ire done "on the road'’ or in the wild- Hie par¬ 
ticularly favors the hills snd w<kmK of rite Ksds- 
feg province. Since that area features a pass 
between GreveamUhl and Its rival lijorip, no 
nne dlsLurhs her there. 

Calicnc is a friend to adventurers who prove 
themselves a friend Lo Gtevesmdhl. those who 
would ia me the wiIds of the realm without 
abusing the land find assistance from lhis 
young, unprepossessing wizardesS. If possible. 
Lhvelvn will help adventuring patties without 
their even knowing it. 

E| is often from adventuring groups t li.it 
Calienc learns new magical practices. Since 
she feds she cannot take Lhe tune lo research 
artdsltidv new spells, she trades [nfuriuation 
or assistance for new spells nr theories. Just 
showin g C diene a page of a wizard's spellbook 
will win her onset tn cine's side. 

Fort LuMtely. the wandering wizard has 
learned caution when dealing with straiigers- 
On various occasions Colin Shael'paetei her 
enemies in R/.hlev and Hjorig, and even the 
clnkc have ti led to entrap deceive, or elimi¬ 
nate her When she survives such an attempt, 
Calitfno becomes morose and feels her 
efforts ar civilizing the region are 
fruitless. Within a few months. 

tlU'VBh.'CJ, ’ll LI I* Ik-JuIi 

Lei net I oil. 


the ciuilr/&cJ course of 
mtiene llwdyn 

Calicne wants hi wand civilization but knows 
she cannot Impose either on a realm that 
does not seem ready for it. If her power and 
determination alone guided Grevesmiihl, she 
reasons, the realm would collapse when 
other mailers demanded her .mention, 
Cal Lent' has decided that, she n toils tn help 
Grevesmiihl learn the lesions of the past by 
selling an example and helping those who 
would form the future, 

C aliens could summarize her strategics as 
follows: 

Operate behind the scenes, [her# mtk 
wizards and other people more powerful than 
you out Lbere- Fvery time you perform an 
important 4 iction, you draw attention to your- 
soli IfyOw -an encourage and support others 
Lo act on your behalf or in iJCi. ordancc to your 
you remain useful and in the shadow 
of their success. 

Don't trust other rulerS, hven it Greves- 
miihj wera blessed with a compete rtf and vig¬ 
orous regent. Culiene would remain cautious 
and aloof. The important thing is the realm, 
not the ruler, The people and the land can 
best be served by hard work and anonymity— 
leaders arc imperfect. A helpful hand at the 
righL time is more useful than overt direc¬ 
tions. People chafe i=l strong authority. 

Respect the Irtfid and be willing to give * 
little to girt a lot, Even chough Caliene’s 
sources could benefit from the wdldrt-exs of 
Grevesmiihl in nun h the way Colin Sburt- 
paete's do, she is willing to sacrifice some 
potential power for sLability. Certainly, a wiz¬ 
ard in a lawless domain -an tap greater 
amounts of mehhjighl hut more thmgS CUrt go 
wrong with overt chaos than will go right. 

Keep moving and keep learning. Staving 
ill one pilace. physically or an cm Pally, leads to 
3 pi gnat ion. Research can be useful hut hands- 
o-’i experience is bet Let, Von can better ascer* 
c 4 h i n wh.it is goang oct around you by moving 
around rht doin.d-n Arid jpetrinp involved with 
smaller matters, nil her than staying back in 
vour tower looking at musty old hooks. 

Fvchange information. As long as you arc 
honest and generally forthright, you cannot 
reveal knowledge io .mother that will tome 
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luck to h,mni you, However; do not give ,twsv 
iniormatinn nr assistance without receiving 
something in return. If von caie le.irn about 
places hc-yn-nrl your homeland, you hmv hti 
able to implement necessary chan pcs in new 
and better wavs, 

learning From calienfi 

i.hu dvn's mistakes 

Caliene wield,* significant power in Brechtur, 
Lull Lhe young wnnnn could tmooth her way 
bv evaluating her methods and making a few 
Lliangcs. 

I e.irn Lo play the court game, li Calj&nc 
were willing to make an occasional appear¬ 
ance at ■ he; court of Grcvcsnulhl and attempt 
to get on tlie current duke s -^ood side, sjic 
might he able; to .advance her into re sis. While 
she has quire a hit of magical power, ic is not 
line type necessary to ichieve a]] her goals. 
She needs to cooperate with someone who 
has political force if she wants Lo bring civi¬ 
lisation tn CifevesmfthJ,. 

Devot* some time to research. hK.cliting¬ 
ing information ami learning from uliters is 
not discouraged; :ior is traveling around your 
domain. But take time out to flondet what you 
have learned and generate some; original ideas 
lr you can come up with a unique idea or 
process, you could have a distin- l advantage 
overdo uiniLulce or your enemies,. 

Do ItOt live* defensively. Take action when 
a situation requires it. Even if you lack the 
power mL yuur iocs, do not leu. them dictate 
the rtile-S of yuur relationship. If nil enemy 
wizard constantly encroaches on your 
sources, ur regent continues 'o rule up a 
province {and reduce your .source in the 
process). du something about il E>o not juM 
defend yourself Ikil l ight back—diplomat! 
tally, militarily, 01 magically, Make that pcc- 
iim think twice shout I ri in pc ring with you 
again. He might turn to easier prey. 


the sword ma^e 



Bloodline: Voryim, major, 42. 


Blood Abilities: A her appearance, resitiunce 
(major). 

Special Equipment: Clca h of swofJs Al ' 0 
hJudc of protection blade i ■/'.tuvil prin ces eon 

(works ,i S Kctmfi of protection). blade of opening 
(works as cMnte uf upeningh numerous potions 
and scrolls. 

Spells usually memorizedj Burning hawds. 
chungtr self, ntB^ic fflissile. 'PilIJ of fog: nJiffifnivr, 
flaming sphere, rfittJtbig rMbJ, vt h; fireball 
!i.E;i'-'ir.ijjijg boh. dim 1 ; ice storm. Shitefpctcte's shad¬ 
owy cnj;c n,l'wfd irnmimu? .sbut/uir. 

Proficiencies: Dagger, S„ her. Reading'Writ¬ 
ing Anuireail, Weaporismithing. 
Dcscription^Hislorv: The Sword Mage, first 
mentioned in chy Rurj*\ oj Einpire hook of the 
Burn luir.vi i hoited s^i, controls a wide network 
of sources and ley Hops io the Heartlands of 
A mi ire Mil 1 ' fcirrriiihiljb: mage is mysterious— 
none is sure til hi.i Age snr whether the spel!- 
castcr is .i m.m , n wuraun "He ,: | male pro¬ 
nouns w i IE lie: u;-i:d heitc Mr simplicity) re vc a Led 
himself as Vos years ago in a brie! cumrriuniquc 
with the then(;c 111 uf C.lhotiv. 

'Die Sword Mage hides his iricniin. for 
SOjfrie reason known only to hi in soli 
though some say he interacts with 
I fend- who, i| certain of his true 
idc laril.y, could Control him in 
reruns, The threat of death 
(or mu^el irrt?ps the "urioui 
from pm King coo deeply 
anti the JVkiJMi CsllL 
of i he Sword 
MageV path. 
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Ill- m-ige curiently aLlle* himseLl vvi11 1"3hts- 
ere mid ;f. ■ y|er, the baron Gavin Tael- lr 4?- an 
i inure nf convenience and Hub - im f imerinn 
'Die Sword Mage protects iii^ own inreresrs as 
vi L i as the barons by pneven l i og hostile magic 
from encroachmp Lipun Ghoere, Meanwhile, 
ihir haron gives the Sword Mage enough sold 
for him to cast his speE3>s and perform experi¬ 
ments—but not so much that rhe wizard 
a (low's ideas id conquest into Ivss- head, 

Little is known of the Sword Mage's past 
By the time To el realized Iris presence in Gho~ 
tiro, ' lie mage had already sei- lip a p-enverfu] 
aeries of sources- and short, unchallenged ley 
lines. 3hose who hi^ve deallwidi. him describe 
the wizard as aggressive, sor.se times belliger¬ 
ent, but not i ik-.il 11 ioi in. 

Many wizardsi .knowingly or unknowingly, 
create for Lhemselve* it Lin ties of distinction, Tbn 
Sword Miigti’s f,i sccia.it ion with blades, ol -ill 
l.vfici is his mantle, lie lias eiibei manufacttss-cd 
or otherwise procured many m,igi:c.al swords 
that he issues to Ins tLeuHerjarrU as iiceded Also, 
his roots in the militaristic culture ol the VoS 
have enabled him to fjeeiinve proficient L-h« 
saber, a highly Ltmifual feat :or wizards. 

The Sword Mage'.s c!nnk cj juforiSi is a pOW- 
ltIijI magical ftem eons true Led of lie.LVV fab¬ 
ric and ma gU'itl 3 V fevihle swords Lb it I meld 
with the fabrics tds.li SWftrd provides a nc^' 
laver of protection to l he wizard’s- per,son 
Some speculate that he cnee had the service 
(tf a fiend irem another pl.iue who could 
1 rflrtsfor ti the semblpnCei ol magical items: 
Supposedly, the creature Lurried i* eJ.uiJ: ol 
pn i ice L2:'.s-, a chi we of opening, iind Other inag- 
k id iij, .-n.s into swords the wizard added to his 
yloak f\’chaps Ihc Sword Mage car still call 
on 1 1 1 ,: I particular fiend aL wdl, or perhaps he 
lias leaf it fed the trick hrmscll— beca sinnalTv 
rilLtiors claim chat he has added It iiew ite m to 
bis arsenal, thus inc.reaS.Ling the threat he 
pOSe 1 - 10 the H e ,i rtl ands 

H is- power greatly con t cm-, f? oe^ouc , 
Mhnried, Alanno, ami the ul.hei kingdoms in 
anti around Lhe H eartlands. GhoCte it mi 
ambitious baron in pursml o I" the lion Throne; 
he has CuItivivlorl bis alliance with the Swad 
Mage will) i hi • end in mind Fortunately, the 
strati# ittili r ;> t v might td Pot to tie atnnds 
rgninsl him to die south, the political powered 
the M lorr iihiL I-.r. hluj t%. the xi>.it b, .ili-.! lIi 

.knejWn threat ■:■: the yp t. - keeps 

his tyti to l lie treat. 

The S'-yjofd M.ige himself seems oUses-s-ari 
wilti pifTSorv.i'i power He values strong olfi*t|>ive 
spell’ , while hL^n'mjpca] items t*B(1 id ho cfcfen- 
-.ivt* in ’uptnre Itjs said he eiijoyS prisonal duels 
i i'i vi 2 airU and even mcuiwiitiirds Ulis<irig his 


magic and *kili .it arms ■; not to niention his 
items} to him through any conflict, 

The Sword Mage is not above using others 
to do his diny work. ITis cMif retainers. are 
near I Y as feared as Gboere's Iron Guard. Soma 
aK dural-glass fighteiv'i’lntges, while ofhers fire 
S imply iLiguc-S of the high ’sc order. These 
Oper.u ives achieve gosh too petty I nr 1 lie 
Sword Mage's person-il attention, acting in 
anonymity if possible hut revealing I heir 
nature tf neocssdrv, r ike Use Sword Mage him¬ 
self, each reUiiuc-r guards his true identity with 
his lib; When Ope rat ini: "openly," earii hench- 
man wears a lulbfaci Ulver cloth mask wirh a 
black sword bisecting die face. They are sel¬ 
dom seen in I his garb — hut when, they m e, tear 
foilow‘., them. 

The Sworn Mage's "rumored " ability to con- 
lac t Lithe r plane.* mnl bring acroai Bends as 
-.ervanls is gerniipfi. He car picul s fills ahikty 
wiieo in ecssaiy, summoning powerful beings; 
Lls nebieve his darkest goals, 

th « sword male's 
f i<mhlti-ed^et! straievies 

A powerful wizard with 4 . wnrripf 's heart, the 
Sword Ma^'i 1 arti.es may seeto more mun¬ 
dane and direct ill mi those ol other wizards, 
bill he makes up for his. apparent lack of 
arcane Interest with a cUrming rhat keeps him 
in pi■■■-■.ei and eomforLa.l.il« tlie Sword Mage's 
Strategies can h-e tumimii'i/oci as follows.; 

Fear of Uic unknown is *ffftetb-e. but tear 
of the known can bv more powerlitl. 

The ^vr-L>rd Mage's- direct Jpp roach keeps; chj|. 
leugtfS off his diiorsieu. While other wizards 
come Up wLrb complicated, ewn hittUanL ways 
to ker-[% rivals at bay, the Sword Mas^e ^mp 1 ;. 
iritis or cripples his enemies. Some wiziirds. 
niichl think they can deid wiii; the myi-terioUS 
ipeltcaiter's magical threalS: bur the Sword 
Mage brmgs ihcir own morLi itv rn h W hl: He 
will not dance the HtcortO dance with a fellow 
pi accitLoner. hejlisl kills hit foe 

Secrecy works. Lo your advantage- No one 
knows the Sword Mage's identity: the MPiwrei's 
s-ccrcev keep* eu^iwone fearing what they can- 
nol see He could be anywhere, at Anv time 
and no one would know Plus if things go 
Wimig Lli« i ; 'rVcird Mapjii win i.jkv off hi? teUi i 

cIOlI it Of jword.T and disappear, A lOth-level 
wizdrt 1 (especially one whose appearance anti 
sex li unknown 1 who wants to Sia> out oi sight 
is pretty hard tn find—iu*L isk those sttl! 
searching for Quirad nl-Dinn 

Subtlety works. Th? uneducated uisuii** 
Lhe is word M.ucc'i; tactics .is draconian atld 
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! e-avy-!uii<lnd, Ml’ has a pseudo-iee tel police 
and enjoys working with the armies of Ghuen:. 
D Lit look ill h is. ]j 4 i ii; [ ] c setup .i i Jaait | ivc ml' 

his prescnt-tbiy sources before anyone fv?n 
Polked—ri^ht USlI'dr I he nose of the High 
Mi ; £e Aclies. Kogr \gkudLer, and flic Spidea, 
By the time jinyotje realized a new puMeutlotiei 
was m town hif network of source? And ley 
line:; Was net op and ready to po. Now lie nv ■ 
li" domain actions only to strengthen his post- 
Li<«* No one knows what Ids plans are or whjt 
mysteries fie hides behind his rkak. 

hi Lmcla riii me i.hods also Mi k. VI .ill V wSz> 

i i'rh surround themselves ■.■-■it h apprentices 
■Ind lieutenants who u-ii* mask In seeking to 
stm n g: I ion their arcane power and knowledge 
they olLen ne elect other interests. Not so the 
Sword Mape—he hat rn.oi . led operatives 
Mill- stealth and fighting ability (and some 
magic a I lalcnt). He uses (Item like the seeret 
police force m Ghoere, but in pursuit of his 
own agcnd-1- 

Exploring i titw bounds of Cerili.i cim 
yield rewards. M.iiiy stoics exist concerning 
contact—and cnn.riid — wii.h other pJine^, 
NT L -hh r Cexilian scholars mi wizards ihsmusc 
tli <.k currenccs as conl-n [ with the Shadow' 
World or simply clahnrat* hoaxes. The Sword 

Mugs explored the ..urs. made contact. 

with otherworldly beings, and use-. 11 ■ l- 1 - 
knowledge ,its<I power to his advantage, Oth¬ 
ers could .is well. [>en wizards not interested 
in otf-woj'td. exploration could tap into the 
ancicnl knowledge of the Bssai ii (said to itis] 
exist beyond the seas) or even across- the 
Straits ni tereie in the wilds of Aduria 

t earning from the sword 
Mode’s mistakes 

3 liosc who study the Sword ivLi^e may come 

10 chu’ eon elusion that secrecy and anonymity 
have some dnr whacks: 

Mystery aim I reputation drive away ^s, 
niucb support .is they gamer. While dm Sword 
Mage is Considered ruthless and brutal hv mosF, 
ollinr rulers of CerllLa with worse reputations 
haw no Litjuble finding allies and vassals The 
.Sword Mage, a powerful wizard sviLh much to 
Ll0L‘ L' hI'i 4 | LLL.U LCV- lia.S Oll-h \ ! 11;.,: ,l|| HOCUSI part¬ 

nership with the despicable Baron of Ghoere 
Others in Antiire mighl wi.di Lo ally with the 
Sword Mage !J they kn^w- i Lttlc more ahgui 

11 in i or ri his reputation was-rl'i. So forbidding 

lJlreclutss provokes direttfiteSi. Two wiz¬ 
ards jockeying for magical supremacy do not 
gene-rally affect the mundane world in wavs 


chat iiptnrrimiers or even other regents can 
perceive However, the Sword Mage's 
Fcuiiii^rs I'. Iletidiah allies and the ha ton's 
forces wprkfug in the wizard's faveu all 
ntirart attention As i teilllt, when the Sword 
Mage inters into li conflict With another wiz¬ 
ard everyone SL-r-s i f.c Sword Mage aa a more 
poW'crfuf bulb acting against a less powerful, 
relatively no nacres she foe, This perception 
sometime* brings the dlrtSEettgfcr unlooked-for 
aid in. his battles with the: Sword Mime, 

llfstiiJxSion breeds legend. Rumor', and leg¬ 
ends about rhf ,Sword Mage fly around the bor¬ 
ders of t.-hoerc the tales aKv.iys portray him as 
evil, cruel and heartless more to than other 
VugeULs who have resorted lo overs lotiJer mea- 
Mim lo achieve their goal? [Tie Sword Mage is 
Sinn ing tb dLLract adventurer? iiod heroes who 
lung for the ^ I ory isl" nven om i ug the "ev 1 1 
enchanter" and plundering his magical u-tvisEire- 
trove. The Sword Mage can use his fiends, the 
baron's troops, Ills re tamers, and his own ahili- 
tica to stymie and fksUoy chall engers, but deal¬ 
ing with them wastes his u- \e mill resources— 
md eventually one might sUi.-eed. 
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Jdfu.2 («rtflr + S) 

Bloodline: Andufars, m.ijof, 22 
Blood Abilines: Animal iiffinily iininorl. 
courage I major). 

Special Cquipmcnt: Clonk of pK)f«(iOM - 3. 
vj-i.fl hnoti' off hv rtfdjfiii, uryL furfc p^jrn.h 
of beddinjf numerous potions and scrolls. 
Spells Is Wally Memorized: 

C.liHifpri^boucf in-ft^Lsa^ej, n'cct-cr rt:a£jt^ 
fjypFWtPsnE, \ump, lh-iuj:: , forgei. 
hypnvtic pattern, ittvlri LuTtry. 

Is'vcEi^w, v.fb,- dtiude, dispel 
wu3£;k. I'nbtmec' bittod abifkv 
iitMu cbiirm menstev 


caeicorwynn 


Cviiri Wiza rJ of Hhuotiflitefa, 
elf lviig.-if 
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ju ( 7i fjidtattrtfltaTy i r.’TTaji? p(ti#tf ^rewti';; a^. 'rul 
grcnWb. fsiblemind. it-rrJ'mg. fetepnrr? CDttffch! o«i- 
tjKtf i t st^rjmsif bloodfirte 

Ptoficiencics: Daggfri. Sla; 1 . Ad l iO fogy. 
Her h j 1 is m, Roadin g/Wri ting Bas a rl i. Rend - 
ini^Wri+mg Elvish. SpeHcraft. 
Descripdon/History: ^iwltorKvytin, firsl men¬ 
tioned ill the Cffi.!-. (if the Sun campaign expan- 
h,K>n, is the court wizard n£ Rhuann.ae.'h, an esven 
domain near the Kliinas-L siaLos He is rail and 
graceful, and he appears hill oi youthful energy- 
like .1 toiled spring ready Uj Liu unleashed He 
bears a single scar oVC-* his right eye, -i "Irophy 
given to him. rlurirJg a heated skirmish with Black 
Spear raiders. The gush senes to remind him of 
the limits lu his immortuliiy 

Caelcarvryrm and the other elves af Rhuan- 
nnch maintain guarded goodwill with 
humans— p, i r I i e ll I a rly t h e Kh i nasi. U nforiu ■ 
irately. I he Lunds. Lhe Blank Spear Tribes, apd 
(.he other humanoids of the region h w-c cu; 
them off from many of their Khirsiisi allies and 
keiHp the forest kingdom under siege. Pew 
1 1 Lillians travel to ami from Rhuaonadv; Cael- 
coL’.vvnn keeps his eyes oil those who rJn, 
guarding against treachery and hoping tor aid, 
Caelcorwvnn came to magic carlv in life Hr 
learned all ho could trum Ins teachers ft a 
young age, then abandoned bis enchantments 
for iicarlv a hundred years. Some say he had uo 
discipline for magic, Othnr.s believe he became 
bored with the repetitiveness of ancient rituals 
osid lire study oi antiem tomes, 11* weni wan¬ 
dering for a dozen years., up to CwmL? Bhcinn 
and ,Lji, i!: into Djafra and even Khourane 

As a rosuk of hii travels, the cLl wizard per- 
ceives more clearly than others tif his kind die 
til r-c'bil to not anfv his kingdom, hut to all of the 
southern coast as well The Lamia, die Black 
Spear Tribes, and even llie seemingly Lu .oeay 
Serpent all pose threats to peace and hope- I Ins 
rev elution drove Caeborwynn back to magic 
with renewed fervor. 

Ei w.i.s then—about 3fl years ago—-thill < ad- 
eofsvynnn caugjd the eve of High lady Fiona, 

who was in 
need o£ a 
I conrt wizard, 
l ligh Lord 
Dsegvrtdfil 
; and the for¬ 
mer COU! i 
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wizard , an ancient ell njrned Braes,i rtdrae. had 
iust died in baLtle a gainst the Black Spear 
Tribes Ballads say dint Braciaildrae used his 
LiS 1 . spells n. defend lhe High I Old's body to dio 
hi si. rather lh,m scaping into 1 he forest. True nr 
jiot,, when CaeIconvynn accepted the posiiiem, 
hv resolved Lu seiY£ the lligSl bade with ei.jiJ.jl 
faithfulneai, <mil notro allow 1 the last holdings of 
Rhuarmach to disappear from t 'crilia 

Fiona, the Sjd Qiicen of RhuannacSl, shares 
Claclcorwymi's devotion to the Lores) iujIiu. 
Once a beautiful and cheerful ell maiden, the 
High La-drv became tyue-an ul the elves in hap¬ 
pier limey Now, -after losing her husband and 
.iKKumsng the throne. she has channeled her 
sadness into magical explorations that rival 
those of her court wizard- 

Perhaps Ie was the High Lady's- sadness and 
beauty, mingled with her knowledge of magic 
and her loyalty to her re film. that soared t.ael- 
corwynn. No l-urtget the flighty sit youth e,i.g-CT 
Lo travel the land in searcl) of kn-owied^e and 
11 ,^'r'r c-jpi.nei.i, i■. lie has bCcotPO enamored of the 
Sad Queen ulid Rhuanna-ch il.sck", He hus vowed 
that the realm -.vill fall only after he lies dead at 
her side, and that he will not fait lu sjve her. 


caekor wynn's c.Iwji insights 

Most elf wizards learn pati vnee and undor- 
staiiding before acHeiving power and position 
ThtM came to i^.alizc that jrometimes the 
power and facility of magic Can blind Us users 
to mure effective means of succ-OSS. It CaclcOi 
wyuli has learned these lessons, he has yet In 
be k-sled on his knowledge. 

file cnuL-t wizard'^ strategies can be summa¬ 
rized as fnllowiaj 

1 oyaltv and tlevotion huve their own 
rewards, rjackurwynn serves u Faithful ruler 
and puts her interests and lhe mi.crests of die 
realm he fare h l:- own. Or more accurately, her 
interests and! the realm's interests ik’comc Cuel 
CHu wynub, He is unt blind— he will argue wilh 
the J hglr Lady more tervendy than witll anyone 
etae in Lhe ilomaan-—but il lie cannot dissuade 
her from -i course oi aedon. he unites With her in 
purpose, As a resell I. die; rourt wizilfd is easily 
ibe must 1 rusted of the High LaJ> k advisers. 

Lov.lIiv and devotirm have their own 
rewards { part fvr-o), ]<i a Imk-ftwJ w*kn m 

Rhu.uiitach. every elf and every allys contribu- 
llott courts. I lie I Ligh l.ady, the nobles 
of the court, and the commoners th.em- 
selws ie cognize (he tact th*il C.ifilcorwynn 
strives Ceaselessly for the people under his curt- 
He [h a hero in hi! own land almost every elf m 
Lhe- rejlici would sacrifice much fur his weLLire 
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[Jo not be satisfied with what you are Uiught 
or told. Afthncigli fAnelccuwynn spends must of 
his tfeyj at court with the High Lady, he still 
remembers his travels throughout the Rhuait- 
nad^rnighi Forest and the Khinasi lands. From 
time it) Lime he 'slips ilV.-jv secretly to visit old 
Niencls for, more pile re lhe descendants of oJd 
tri-eruts). doing them f.tviir.s or offering advice. His 
priman goaf on these veviriires is not to maintain 
alli.ir'sLif-j. but to gather knowled^. While nihfr 
ch r eo realms have insulated thomsehres from out¬ 
side contact, Rhuaitnach—through it s court wtz- 
ud retains cnnLu i with the humans around 
them. Asa result, die Hi^li T.ady'srealm has culli 

v.ued sources of support.. information dial 

have proven Critical to its survival 

leomiruj I mm 
ctiKlcoi'VE^Ynn's mistakes 

Cneteorwvnn has kid centuries to perfect his 
strategy, but it dnos tmlrl i iew weaknesses: 

Otlrer s mig h t not Understand y n itr 
responsibilities, bveo lire High Lady of 
Rhuannafh, i* powerful wizard herself, does 
not understand completely wha( Cirelcurwynn 
must ito to maintain his Hources and ensure his 
continued power as a wizard recent, Conse- 
qn.’ruly, on at least two critical occasions f AeE- 
Cotwynn acceded to his ruler's wishes when lie 
should not Juno—,Knd the Lamia’s wizard has 
snatched two source holdings from his control. 

Use realm spells, Cuelcorwyaui. lilst- manv 
elves, hesitate;* to cast realm spalls in Ills king¬ 
dom's del ciis-ft. He Jears char oven the har¬ 
nessed displacement of that much ine-bllAjghl 
might somehow harm Lhe forest. Perhaps he Ls 
right, nul the humanoids who threaten lhe 
kingdom seem, to do worse damage II Cacl- 
COrwynn unleashes his true power against his 
realm's enemies, dies will know ih« true power 
of elven magic, 

Infatuation, can become :■ hindrance, 
While most court wizards-do not become suiU- 
t.en with their regents, ij.-> C nek orwynn is, they 
-,m become obsessed wi|h something—a goal 
an iiiejn, or a particular even Us;: tangible. Wlj 
ards must be pragmatic and mvneumhered If 
a maga ties himself too closely to anything oi 
anyone, he may become crippled without it 
Cnelcosrwynn hat already vowed U> die in the 
High ! .ad vis defense, should lire Sacrifice 
become necessary. Instead of dying, however. 
Ik should resolve to live ip her defense using 
his abilities to make himself strong enough ro 
prevent the destruction of her reulm,. 


overall adv ico 

D ifferent wizards in different pprts of 
Cerilia have different strategies and difi 
femur weaknesses One wizard's, weak¬ 
ness might Jic another's strength, Caetconvyiin 
would probabl-i 6 e niggle to survive in Kjurik 
hinds, while lhe Sword ^l.ig-e rmghL hnd himself 
in terrible trouble among “he Khinasj Ulec pnmi 
pieces of advice can benefit ,inv Ceriltan wizard. 

wizards in yen era I 

Ai MrL glance, wizards ill comparison to 
oi Irer regents—seem to he ul ,i I remen duos 
disadvantage when politically maneuvering 
against nonwizard regents. Upon further 
study 1 1 ml theory aSMfLK iL-^olf is j mu. 

Unlike orirer regent;, landless wizards do 
not coiled taxes or tithes from their holdings 
1 key do not control people; they control magi¬ 
cal energy. ItuT fr-. order to perform iheLr mnsi 
important domain aLlkm -custing realm 
Spells —they need mono', and I, Ms of it 

■Also, while fighters, thieves, and priests can 
function fairly well as low-level regents, wizard 
source holders need levels of experience to 
cast Lhe more powerful realm spells necessary 
to their existence. Thu;, the characters least 
equipped to go on adventures at low level are 
the ones why most need to do so 

As .i result, inexperienced rulers u?jui to dis.- 
con hi wizards ire potential allies or even 
worthwhile lues, A cautious and pal ten 1 wiz¬ 
ard can turn this to his advantage. A low.-revel 
wizard might find himself sod Ids sources 
abused fot the ItrsL few years ofh is i‘tilers hip. 
bnir if he survives, he becomes a valuable oin- 
modfty. Revenge comes with success. 

domain actions 

As stated ahovo, ihe Wizard's must useful and 
unique domain action is casting realm spells. 
Realm spells are povreifu! nijLgics. that, when 
scrupulously applied can cum defeat iuLo vec¬ 
tors and weakness into si U'llgHl. 

But wizards have to effect j vdy position 
themse Ives—politic a tly 
and rrjLigieallv—to 
cast renlm spells 
CO beat advauiage. 
lire following list 
notes each action 
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available Lo wb-.'ird regents and explains how 
pcrforminj; I bat action helps mages :?- hicyc 
power and influence: in Ccrdian politics. Most dI 
the advice it glared toward wizard regents who 
cumrol <n lv source holdirii’s, iliose who also 
control olhei Tafias of holding* will have addi- 
uoiuil coiK ■. i lis to factor into lluriv planum r. 

Adventure: if a wizard regent cannot con¬ 
vince iv.her (Friendly) regents in go ad.ventur¬ 
ing. lie should spend whatever resources hr 
c.iii afford to hire rTWreenarles or retainers In 
go stivers 1 ml nig with him. Tl's tb^t important. 
Experience and magLcal items arc the back¬ 
bone of lIic wizard regent I-ick of them ren¬ 
ders him ineffectual. 

Agitate: i his dsu - & not help a iandlci* wizard 
regent ac aJi. Isources have no loyalty to adjust; 
negatively agitating .igainsl another regent 
wastes time and money. 

Build; Why would a wizard reg* nt need (or 
want) roads through bis domain? Possibly for 
trade purposes, hu 1 wizards lend ra.L her 10 
"built!" Impassable thickets of woods, briiui 
hies, or briers m tVlet law regents from meat, 
nig holdings—they lend to increase province 
levels, driving source levels down antumaU 
Wizards do best to keep their areas wild. 

Contest; All too olicn. wizards expend valuable 
resources contesting c.ich Other’s s-our-ces, Cion- 
Testing holdings tan become a sucking 111 ire of 
t j M and RP that wizards do not have or cannoT 
afford to spend, The small s'. iv.;acel ss 
willing io share provinces with other 
regents, t lertamly. having enemy 
wizards control sources in the 
saiiw m'ca Creates inconvenience, 
bill iv can defend himself and 
his domain adequa mil' ' ^ 
u'-Lji- I■!■■■;.' lilies to Connect i Few 
pcVwerfi ! sources to provinces 
wi.tb an:iIk s holdings. 


Create Hnldingi A wizard is hesi oil .dan- 
Ing wil.h one source, ruling it up to its mas,- 
mum level, and guaniirig it like crazy, limn 
he can create numerous .smaller suUrt, e< in 
ul li«i provinces, Vr'i* aids should ■ cate 
holdings whenever they can. especially in 
iLretk with high magk potential, L-ofi! i i ulinc 
rrtiiny sources increases a wizard regent's 
ra «igc t>F inlluen ce ■ 

Declare VV-tr mu I Decree; Wizards seldom 
use thfj-e actions. Standing armies cost money 
deuffies ac.. issued «r» ■■ .iise-hy-saee t'rt si.s 

Diplomacy: Wizards should m nvc-lv partici¬ 
pate ir> dipli i’ivil.v even il they must send lieu¬ 
tenants in their steads, Always in need oi GB 
and/or RP 'o fti ancc realm spells, ley line 
forging and nud ute nance, and Other wizard I i 
pursuits. mages- can Lise [h^ fiction co establish 
alliances with other regents ("will On si spells 
fox money") or enter sPte a formal agreement 
I -1 seive as- a court- jimge Wizards ^li aild uxcr- 
*. isu caution, however, in revealing to arwont 
the full extern nf their capabilities 

Disband; Most wizards h.ive little use for InOOps 
of their own IF wizards must have units, : h<iy 
should Lr, Lo disband them before payday. 

Espionage: Intomiai.ioi is one ol any regent's 
prim us' resources Rulers need to lew* ivhat 
ibe people around them are doing, Vr'Me wiz¬ 
ards ij;f: not very gOO-d .it espionage ihem- 
selves the* can £ct tEeutetWiois or allies to spy 
(or even assassinate) for them. 

Finances; Wizards should keen their money an 
Gold Bars if possible- one never knows when 
a realm spell cnighl br needed. 

forge I.cy Line] If a wizard can all Orel Ic-' 
lines inl.0 every province Cm Llerilia, he should 
forge IbetiL. Ihc more provinces in whi< 1i J 
rri^.ard can case realm spells the more power¬ 
ful he is ss a regeur. I nfortLimitely wizards 
must pay to ixuii- - ii i the iim. v A savin' spdl- 
c.istcr can persuade an all'. la> do diis. 11 ’. out 
maicsty wnnis me to proL-CCt this province 
from Lhc e*. il scucerer ties', door, I heed '-fi 
forge- and maintain a Icy line 

Fortify l lids cyirtEncb evpe'nsivi: jccioll n( 4 
qucstioua.li I e use to a vvk M‘d xigcnt. Willed^ 

with this much cash should.-idcr rc'nlm 

spells init-cad 


Grant: GcncralFy useless to wizarnj regents, 
this action nan come in handy for wizards of 
g:e.ii repute. i'lcvai ii'ij retainers to special 
notoriety fas the Sword Mapo has done) , an 
cream ,i positive effect wilh JiL tic cost. 

liolrl Action: Lhe i wizard csorcts^s i his 

option I: e-:11i..■ nt]y. especially while at low Level. 

one w.uns to constantly react to others' 
deeds in site ad of initial illg One's own, bm 
responding lo a rival's action is easier than 
predicting it. 

Invest it nrei A wizard ., iitain of another 
repent ■■ loyally can benefit from making him a 
Vassal—dins ttouldinp the liege's power. Blood¬ 
line and dninarn investiture, nFcoiirsp, occur 
Only as needed 

Lieutenant' Wizards h : iT.*j r lieuti;ri;i us, Thev 
e n a I f I e a repent to gain one additional 
donvim action per domain Lurn and can per¬ 
form l hni'iqitcr actions of ibvir own, A regent 
ivilh j powerful bloodline tan ; LLracr higher- 
level chai'.j^tpr?' to adventure with, offer pro- 
Icciiqn. and perform research. A wizard with 
foresight will, a5 nllen as possihh : us sign aL 
l^jtl one aiciiren.mL the task of converting 
battle spells (.vff the 'Battle Spell- chapter 
of ibis hook), 

Move Troops and Muster Armies: Wizards 
at e hotter oil supporting other regents' armies, 
nn-1 building their ow n. Landed wizards should 
''I'laui a vassal to perform those actions, 

Ply Trade: Cash-p 0-0r wizards can use I his 
nctiou lo earn money easting h pc Lis. wr it big 
k '- "’lls, ..renting m' lit "ini; coHfiptuul Ugh: 
lfintemfii and so em, A shrewd wizard will use 
dip ■ mi.toy to increase llur mnount of cash he 
earns, exceeding the slanjJard "25 gp per char- 
.irlcr level times the province level a: ued in 
fhi? BimjftGHT iWurrhuojl., 

Realm Spell.s; Although this is (.lie wizard's 
most unique actlori. ho should Use it 
Sparingly at first, New regents want 
lo avoid an gen ng Other regents with 


frivolous cartings: Osin,, i!(bivtd<.rl to misdirect 
a unil or tidus over a lieutenant might hr tun, 
bur it will only create enemies I drills a wiz¬ 
ard should i:->e hi& realm spell-, lo conjunction 
with allies' actions and in the protection of his 
own domain. 

Research: This action is a wizard's friend, 
Every monllr a wizard spends researching 
makes him lhal rUtK'h more powerful. A clever 
Huge Will create ‘disposable - magical items 
(pfiLiOnfi, scrolls, etc.) and eilher sell them or 
provide them to r i i 1 i <*.v . Outfitting a friendly 
regent's lieutenants with ust'Lul nems fas a ges- 
11ire o! goodwill or as p.;nl o| a deal) can gend 
ate returns beyond nran? gratitude Also, using 
jsse-an: h to learn or create oew realm spells and 
hat-1 Er mape is ncvci a waste of Lime 

Itule: This action it especially eflet live i; a 
realm action. A wizard with several sources 
(0.1 nr (!) who increases many or all oft hem at 
once boosrs his power and influence slgnifi 
CaUtly A smart wizard will try to ncgptiate 
hero;ehund ■.', itli other regents in Lhc area to 
avoid uii IIP bidding; war, 

Trade Route: Trade mure,: asy a great source 
of income, but only guild holders can cstah- 
li&h Lhem. If a wizard does nor control a 
source |7i or higher (which cffer.tivelv gives 
him a guild (0) -see the "Sources" chaplet oi 
this book), he oifl profit from taking on one 
or two guild liLildint's or obtaining ^uild- 
master as a vassal. 

training: Improving proficiencies prodding 
hit points on? beneficial activities, hm wizard 
regents have (Uore pressing matter's on which 
to spend actions. PCs should avoid this action 
until they I eel comfortable in, I heir tegenCV ut 
cannot chink _ 

of anything 
else to dos. 
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Fn.iw the lime she ni liwk viif, showed 

hertelf rn be different from other children, Her 
Jr'L-LitJti vFcrr no I dreams, but foretellings: she 
knew things others Jed not —itndJ nor—J cjzch", 
’Whetit+e? she fell to the gtourfd i« one of her 
"fits" the rest of us ytvw- silent, fa r iro waited anx¬ 
iously 10 hear ’vbeihtt her latest vision prophe¬ 
sied Jiood or lit }vr ihv villpgt- Raisa had 1/74! gilt 
pfsi^Jbf —it some- respected, truAny feared. and 
jw .’rrii Jui'iS understood 

PdiVi', Vladnmar of Ry.hlev, 
speaking ol his s i.stj^ r 



M ost people think oE rri.nyiii.niq .is 

entertainers who do little more than 
pull rah bits out of hats. Certainly, 
PC magicians cun do j usKt that sort of crick— 
hut they arc capable oi much more Magicians 
and SCOTS can he characters of incredible 
depth and romp Lenity, individuals rich in i>er- 
.qonalitv, motivation■>, find goals (if not usually 
in polcl). 4> P£.\ they bring: unique skills and 
Lolepkivuit: opportunities to campd igrWr when 
encountered as XPC* they should never be 
undereilirmilad Or carcfcssh dismissed. 

magicians 
and seers 


% 


the magician 
character class 

M agicians and seorS belong to 2 char- 
a etc r : I ass 11 n«<] 1 ie to the BtHTH HI 1 'M j 
world, Thfs« spellcastcrs specialize 
in the magic of knowing and seeming—the 
stbooh of divination and Illusion. Considered 
"touched" by ordinary folk .md mere dabble!* 
by true wizards. Ltiose who command lesser 
magic have carved their own niche sn C«iili*'s 
varied cultures. 

The magician character .lass comprises 
magicians (those whose interest leans toward 
illusion) and seers lchose whose skills lie in 
divination) A member oi Lliis* character class 
is considered a specialist in both schools, 
though a character's education and experience 
mav concentrate on one nr lIlc cither. 

Only humans may Iweomc magicians Most 
members of this character clans art; unblooded; 
blooded individuals may become magicians, 
bul in choosing to specialize in lesser magic 
thev forfeit rbeir ability 10 w-Leld trot magic, 
l-or chLS reason, blooded magicians are rare 
individuals. Blooded magicians can he regents, 
but they Canrsol access sources or lev lines to 
1.1 qe realm magic. Unblooded magi clans, like 
unblooded individuals of any character class, 
cannot be regents. 

Considering ihe power oi which true wiz¬ 
ards arc capable, why would a player want to 
accept the limitalions inhered I in magicians? 
Actually, this character class offers players 
Several advantages: 

As nonregeiiIS, magicians are free of cht- 
nes-po mobilities of rlllership and domain man- 
Agement. They can lire the life th-ny choose to 
live instead of a life they wore bom to live, li 
thev are interested in high-ptjwprcd politics 
they can serve as adviser* or members of 
court! if they prefer to live on the fringes of 
society they can travel wherever th« road 
lakes them 

Aq practitioners of lesser magic, magicians 
jind sec-rs tend LO he leq* Intimidating <n others 
than arc true wizard?. Regular folk consider 
them eccentric and mysterious, anti might not 
invite them over for dinner or be happy about 
one marrying into the family. Dot they do recog¬ 
nize a difference between a sect who can predict 
the sex of an unborn child of help find losL 
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items, and a wizard recent capable lit .Huinirnn- 
ing undent! legions, Magicians and seers might 
he maj'gitial members <U their communities, hut 
they arc .nil] p;irL of I hem , And in KhLnasi, 
where magical dabbling is ,i popular pastime, 
they are accorded at least as much espcct as 
Wooded charactei's pf nf.he< ytaises, 

Many magicians cvhihit roguish Lenden- 
cie.s. ja 1 htir hat-kgrounda have given them 
broader ranges of <■ spetie fre e than their true 
wizard, cou.ri.terp art*. In addition to Wizard 
and General nonweapi.m profitientics, 
magicians also can seleci Rogue pfofieitn- 
.l fa; without spending estr-i slots Also, 
magicsans can use the follow in gw capo ns, 
many of which are forbidden ii? wizards; 
c I u h, d. i £ get, dart, kn i f c. ah a rt b ow, light, 
crossbow rapier, sling, short sword. staff. 

Because pnavliliortei'i of lesser magic evcol 
sn the use ol canl rips and rely on them heavily 
in their work, 1st- ilimngh Sfthlevel mstgitians 
with Intelligence scores of [7 or higher ..an 
cast cantrips automatically without having to 
USd spelt memorization slots. At 4th level, all 
magicians gain fhc ability to perform ihesc 
minor magics m will, without spending spell 
nieniLiri^iilioii slots. 

As Specialists in tivo schools of magic, 
magicians can cast Illusion and divination 
Spdl.s of id! levels, Benefits ot specialization 
include one honor spell per level from either 
■ il theii Lwo primary schools: a -1 p«n,i l..y to 
.-.aviiig throws vs. illusion and divination 
spetls imposed on magicians' victims: a .1 
bonus i.O lheir own saves vs. illusion and div 
ination spells cast at them: a a bonus 
when learning spells trom these two schools 
(with Llfi attendant -139i penalty for learning 
spells from other schools |: and the aiilOrtUULC 

gain of one new 
illusion or divina¬ 
tion spell (magi¬ 
cian's choice) for 
their speSlbooks 
upon reaching ,i 
nf"A- experience 
level. Furl her 
msgictans have 
no reslrEctscsns 
regarding oppos¬ 
ing sc bools, a nd 
cun cast 1st-and 
2nd-level spells 
from all schools. 


creating a 
maoician or 
seer character 

W hen developing a magician or seer. 

players should spend some lii'oe 
deciding what type of spell caster 
they wririi 'i y chsiracter to be Is he a traveling 
ill unionist who emus ]i!s Using tf-s an entcr- 
laiiicrt Es she a soothsayer who counsels flip 
king unbeknownst to his more prom in apt 
advisers! Is he ,i frustrated would-be wi/urd 
limited by birth hut not in ambition? I3i, having 
never asked for the magical gift she w;.is horn 
with, docs shs wish it would [ust go away? 

Fersoilid h is lory. int-srests., motivations, and 
goals are an important part ui developing any 
alia racre r Hut m the - ise ot magicians, ihcse 
elements are critical players will have a lot 
more fun with a magician character if they 
know who the character is. what lie wants to 
accomplish, and how his command of lesser 
magic can help or hmder his achievement of 
those goals. 

I he c ha racre r G a rmi s< I e Is emplilliS how a 
i;>;'i|£’l Lao can ist-l goals and use leaser magic to 
advance bb career: 

o'Cu'imsch of 
partenkircheri 

Gunnisicll, a LOth-level magician, comes trom 
the \ iiliigr oi Partenkirchjen m the Brecht 
domain ol Danigau. Garmisch developed 
a fascination with both magic and 
otitics early in Life, but bis lack of 
bloodline prevented him trom 
wielding tr*i ll- magic or serving 
as a member of court. 

However, Garntisch 
met thts challenge 
by becoming a 
magician. 
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< i ji r nxi Ksi h has concentrated bis I L.s in the 
two schools ot which he ran lies! udvfr .idvan- 
ta^e, rounding out bis report dirf! with few 
site rations .and enchantments, Most often he 
memorizes jiinifi/y tiicw bfoodiina dcriraliopr, 
fcpfn w Ct'vthiEH urrgzu, vipKnln-^uism.- after seij 
forget, iwisibiiity, kjiOti' u [pg«JiteTtf i c FlI irojrd^L- 
ckcc, jpt cn-,;i n.m'i .•. r.T.Kikh'f+i, detect jcryfn.1; 
tear; crortrirr other plurtu, fake v-Lsfojj. 

While noL a wizard, Garmiseh has neverthe¬ 
less gained i Sis inspect of his ruler. The Count 
nf [>;sn ,^;,iLL. . formidable sorcerer in his own 
light, has come to depend on fiarmlsch for 
mlclHgeocfr inform rttiOP—which the magician 
gamers through judicious use of alrrr ,icif krniv- 
Ciftiftan i.ingijf- l-r«i'i i=f hloaJirptr limw I ion. JtrUn* 

. I'fjT-’^'ii'ni, /\ nd . faanrPuii^Hce. As Erik Damig h&S 
formed his spiderwobi of ley lines and budding?, 
lie. has wiled on Ganmsch to create ,l network 
ill spies and informant] for his own personal 
use Sum c a re me re h a o i -• v- ho 1 1 nve a 11 awe d 
Carmisch to eavesdrop On sec far mcaring of 
fpiildmaSleri* and <i1.lion important personages; 
others are" fellow magicians who sue Garmisch 
a,s | heir rote mad el, who in their eagemesi U> 
plfrfl^e him nod y’.alri personal altenliurt Inna 
ersorsd ^its;!II iirteLligcncc-gathenrtg gvoilps nf 
Lhe-i.r own that relay information (u hint -M regu¬ 
lar init|:■ ale. GurmiscJTs network givci Danig a 
guild (Q) in Pitrteokiircherii 

Gamrisch has been cautious m his choice of 
participants most ol them ure aware I hat their 
lives would be at rink if Punig ever discovered: 
signs of duplicity', Garmi&yll has mken steps to 
ensure loyalty in his followers by giving them 
rin^H enchanted (by an anonym PUS wizard} with 
rcicpotl: TvichoMt sptct , Should Ins cLdniudi- 
£nc£ reveal a double agent, (hi -I fending spy Is 
brought immediately to the dungeons. 

Ci.irmlsch himsrlJ haa been known to mas- 
qugrade as a nMmeychail-ger, working out ot a 
booth in one cd the many temporary markets 
of Damgau. Making liberal tlse o( his dftei 

self spclk he appears ..e nt several 

personas, e,ich one associated with .1 
particular marketplace on a particular 
Sfr of days. In this manner he keeps 
in contact wrth member* of hi-t 
network, organised in cells so 
that no one know^ everyone 
in '.lie association 
Gantt isrh leads 
1 li a so c c II s, 
Adopting .1 
different 
persona 
for each 


Of ■ ni.ir'se, he uLso indkcB i* (kiy bit of change tor 
himself on ihc fide, ii.rli.fr nA( IIrally Tie must, 
untier(.ike she usual money'chaAging transac¬ 
tions- Each of his person is i* Mb licensed to 
operaW within the marfceEpdiit'frS ot Uanigau. 

magician kits 

T he magician chnmettff class lends itself 
well to ih-s use of kits co help classify 
different types of magicians and sfrfrfS. 
Ihc following kil* specific to the Bihxhkn!:h 1 
game setting are designed, ca challenge .1 nJ 
entertain player .ind DM? who thought char- 
a^ters who command 1 cssh.it m-igii arc limited 
Lu st igs- magic alone. Players wirh additional 
ideas for kits are encouraged to discuss them 
with che DM. 


illusionist hits 

t liaracteus with illtliiontsf .kicn concenCriSt^ 
their spells in the school ol il usion Until such 
characters rnaeh fith level, no trio re than ■25% 
ol 1 heir spells should be from other schools. 
The Court Magician kit is tbfr sole exception 
to this guidH i.oe. 

court musician 

CoLirl Magicians have not only mawtered illu¬ 
sions and di'-’iiiatinn.s. hul li1sl> develop their 
skills as much as possible in nheral.ion magic 
While tied as. priworfri! as court wiir.ardj, tlqiuirt 
Magician?' erfst far less to hire and maintain— 
milking them a popular choke lor minor nobles 
Court Magicians are valued tor both their div- 
illation and entertainnJerit olents. These charac- 
rers have Lhe brunde-St magical skills of nil ittflgf- 
eiankits, as ore iifrver knows whether tfm count 
will next want guidance m drawing up future 
plans or vliveriioii for his son's bbthiby Jvu'ty. 

JKequircmeuis: CJuurt Magic in ns tnu?i have 
Iistelligence seures of hi or higher 

Weapon proficien ciesi: N'onc neqtiirtd 
KccommerElrd imnwe.ipDn prnfutiertcieii 
Animal Training, Artistic Ability, Aikrolngy, 
Dancing, F.i iqi 1 ctic, Jui-Klini!, LogiI HLscarv, 
MtmiC-al 1 nstnnr.cnt. Singing, Spfrlk.rafl. 
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Equipment In Lhftir role as entertainers, 
Court Magic i;:ir; poSsiiss a staggering array of 
props: E rained bea&ts, costumes, musical instru¬ 
ments, and weapons arc onlythe beginning 

Benefits: As ^.p*,'r{in lew-lcvd alteration 
spells. Court Magicians tiyOy doubled dura¬ 
tions- on 1st it ml Ind-level alteration spells. 
{Spells with "jfl.staTititJjeotii-" durations instead 
halve their rant inn 

H Indrnmeei: Court Magicians cjiiul'iI i 
spells from schools Other Ui.m alteration, Juinj- 
tLon. and illusion. This attention 1o detail, how¬ 
ever, affords thcitttho benefits described above. 

Often, only th-_ legetil who hires '.be Court 
MagicLan {and perhaps htS doiesL advisers) 
knows the Liue powt-r of I his individual. 
Guests of the court se^ onl} .1 Highly trained 
ci, animal trainer, or entertainer of 
wh.sre.cei' sori Lhc mafire Ian ebonies co por-. 
Lrav. Therefore. Court Magicians seldom 
receive the respect due them In game terms, 
this slight is rupresen vd by a -J penalty on 
reaction rolls 


disfuiser 

LTisguivers specialize in changing iheirown {or 
tithe ff. ) appearance through 1 L]eir so m s, |ii.d- 
steced v. i lh physical -aids ( eosto e t jcs and 
wardrobe). Courts fend i lie in useful adjuncts 
to (heir spy networks-! theater* often hire them 
so that they ear present "the fines! in quality 
entertainment' without having to acl tully find 
I lie latnous actors and at trof the day, 
Disguise re also often wnrfc for n members 
Oj the nobility, ready io provide just the look 
1 he customer wants at a moment's votive. 

Rumors surface now and nguin of li puwer- 
liil ronegadc disy.uisci who, iking with a 
if to or) Sift! Hound (sec below), h, s sold his 
{her?) seme es 10 1 he Gorgon set that, awnshegli 
may walk among humankind undetected. 

Requirements: Pi.Sguisers must have Initial 
Charisma scores of ] is or higher, 

Weapon proficiencies; None required. 
Recommended nQjitrea|»rl prufivicncica; 
Disguise, iaiquexic I feraldIV, lm lifiLte, Mod¬ 
em Languages, ScamsTi'ess.-T.iilnr, SpeJkraft 
Equipment: Okgmret'S. keep a well-stocked 
closet. Itiay maintain 1 wardrobe spanning the 
classes from poorest wuif Ui wealthiest noble.. 
1 ike wise, they arc certain to have cosmetics 
will’ which to strengthen then illusions. 



ISemerits: When cas-tiiJ.fi oJicr idf at cbcfrrfie 
Il'Ij, rhe Disguise F 1 need not use .tny Verbal or 
somatic components. Mere torce of will is suf- 
licienl Lo effect the changes desired, 

Hindrances: decause ihe.y spend so much 
Lirne changing appearances ftheir own nui 
Lhai oE others), Disguisets los-e 1 point of 
Cbariama for even two experience Usvels Ubc 
.ibilitv score cannot drop below 3 - fllis loss is 
attributed to denial of their true itppfaramreq 
living in someone dse's skin, as it were, lends 
Lhem tci cienv their own looks, mid he dhs;nh 
tied if they Cannot maintain the app-eamilC-# lo 
which they have bo ume .liXli>lome 4 ' Llle 
resulting detrimental effects on person id it \ 
account for most of the 1 Hsrtm loss; .some 
rare i n d iv i d ual s a I *;< 1 fi 1 id 1 :1 1.1 1 [heir ,1 c i y it | 
appearance changes for the worse line longer 
they maintain their illusions. 








illuminator 


Illuminators are proficient in the casting of 
tight-ha.'scd illusions L-'hintasms are beyond 
rlioir abilirv because of their total dedication 
li's the understanding, ot light and it s proper¬ 
ties. their illusions. arc unusually luug-l-ivting 
and highly effective I see "Bene Lite below), 
Illuminators are a rare type uL sub a pecUiJ 
itt. They are found mainly in Khin:isi noHss 
who dabble hi nr mio of irLDnv magic ill 

entertainers in a targe court. 

Rcq uir emeu Is: Illuminators limit ii.jse- 
Intelligence scores ol lb or bibber »in■ I OeMer- 
Lty scores ol 17 or lumber. 

Weapon proficiencies: None if 1401 red. 
Recommended nOJlweapDII proficiencies: 
L" ire-building. Spell era 11 

Equipment Illuminators irutitionaliy wear 
.1 suit symbol somewhere no rbeir person, as 
jewelm embroidery. or even a tattoo, 

llcmefits: Illusions that affect mainly li^hi 
(including color and shadow ) when Cast by 
an Illuminator have double duration, Any 
dice I i caused to 1 hove who see the illusions 
arc iiiso doubled. 

Hindrances: MJuminators .cannot ca.sc 
pbiintusms, Audibly 
.qitfmirr. N'y.'itikj iflflgfctlE 
uurc. iibu’.vtcsjnLtil to rev. kpouk, 
veijmJnqid.uH: Jeafnex.i, improved 
pfiLEittumai! force, LcamuKiis Imp. irnff- 
peiwg wind' pbonfniH .-need. .tpeefrai tuncc: 
jfflUr, niNfur CttUlifYH phaizttlSfvicll .fcdk'.', .dliliJnw 

PtUMSKJS;' adi'iiHti-LLi dJiryjon, Lferftts^aaVjtr wunr- 
J yte>\, dnstJJri, rjtnj-pr ereatian. jfuidow door: 
djtfdtvrr nui^ic: ■Jij.'i.’j.:, l i L i L invr magic, creLure. 
rwi-decJ+f. pcMftJiiL'itt ilErtdcwJ- programmed 
dflfSCtWI. ;ifo, : Ls.i irtici;.:. and dunf-ct arc all 
off limits to Illuminators. 
Becuuse ilitfse spells include elements of 
bearing, touch, nr sjwech, Hfpininatcirs, can- 
n.ot L.riil them. In [lanJcular, they cannot 
ca.sr any spoil dealing with die demiplarte of 
shadow. Likewise, spells that directly cull 
upon ihc fears-of the viewer nre bD tirflUs 
Only illusions, the spells dial result bom 
“tricks ol 1 He Iij;ln,' are iJMl'le tw 
Dluminalors; however, i.S nored abuse, 
'.heir litlniliuni - meI effecis iire dm 1 tiled. 


diviner kits 

Cbm :lews with diviner kits concenLr.Hv their 
opt H-. in 1 he school of divination, UnLEl s'uch 
• ii 111 ;k n ■ 1 s reach 6th level, no nun* llum 33% 
ivf flit ir spells should be from other isihools, 

btm>(flinr, hljunrl 

The Bloodline Hound sptmiri li/ci in spells 
chat identify and affect blooded individuals: 
fennvr bioodJTitir JtrfvtffitfH. fcrtnvr klaadlinz 
strength, JiKoiv Cm'/urf origin. blood! Lite, 

and dcsguiiv biuud/bfr (all detailed in the 
^Conventional Spells 71 chapter of this book). 
Most uiivii. Blood line Hounds itr-e- magical 
mercenaries, hiring thcmselvek mil U'i who¬ 
ever offers llie most qold (and ihe most p* r- 
srutal protection). Regents employ Bloodline 
Hounds for many re.i iun. including rooting 
out pretenders !o Hie Hi rone and finding 
heretofore unknown heirs f in the case of .i 
contested dumaill l Rlllers also mlghL hire a 
Bloodline Hound Lu disguise these own or 
others' 1 bloodlines. 

This Ivpe of -.pecialist ls not known lo the 
general public and indeed is rarely spoken 
uf even itfuong those "in the know ' The 
power inheren< in the knowledge of someone 
elseN bloodline, ,inrl the ability to make ,1 
bloodline seem «o he of a different deriva¬ 
tion, i.s great indeed E’hts is one ul I lie CVw 
specitfliit magb 1305 who can strike lear into 
the heart of a regent. 

Rumors have a I re.irly surfaced oE a Bloodltoe 
Hound who works in concert with a Dispuisel 
I. see above) 

Require ns m ts. Bloodline Hound i mu'-i 
Isnvc Intelligers e SCOWS of 1 6 or higher- 

Weapon iiroficicnciea: None required, 

Kecmuntcfsded nomveapurs profitiqnefest 
Ancient Hi story. InLrigmr, L CivrtS History, 
?ipcjicraft. 

Equipment: Bloodline Hotinds need no 
special equipment, mu do rhey wiear or carr.- 
any identltvEng item',, 

Uenellis; Blood!m« i founds enjoy halved 
casting times un fJ.Lt; ilbove-metitiuncd spells, 
In addiciisn, LaryetS of thesf spells cast by a 
Bloodliuc Hound make their fasvidg thrown at 
an additional 2-puinL penalty to their rolls. 

HindrunceSr l.f 1 keif position is made public. 
Bloodline Hounds suffer -1 on .til reaction rolb 
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crystal ^azer 

Crystal Gazers arc; specialized O fades (see 
below) who use gemstones to-the exclusion 
of ill I orbcr scrying devices Their divitiai ions 
always come through in visual fonts tor 
example, a aucCeSstul dii iruwd irm: u results in 
words appearing on I he inside oi the crystal 

gazer's gem. These individuals can draw 
mehhaighl (thereby hoosting their divining 
powers] by attuning Lbe gemstone^ L-b rough 
ritualized preparation wJ ihe stone unci pre¬ 
cise cutting o! I he filter*- Only a Gi/vstal 
Gazer can cut a stone fof use Liy a GrysT.il 
Gazer; ordinary gent ewers are incapable of 
"reading" the gem correctly In produce Ihc 

proper ch. i mi tiling fiiLd-LS 

Requirements: Crystal Gazers must have 
Intelligence ncorcx of" IT or higher and Wis- 
dom scores of lb rr higher 

Weapon proficiencies; hJone required- 
Recommended nunwenpum pruUdencjes: 
Appraising, Astrology. Etiquette., Gem Cut¬ 
ting, Spell-trull- 

Equipment; Crystal Gofers always have 
their gemstones ch'se a! ham.I oMen in a spe- 
ciall" constructed container {box, pouch, sack, 
(-re.) further protected bv magic. Additionally, 
Uujy mus-i have gem cutring tools. .is they are 
always on the prowl for better quality stones. 

Me lie fits; In addition to enjoying the bene¬ 
fits for OrncteS, Ciyytal Gazer* can use their 
gems to draw evlt.i mehlialghl to fuel thcirdlv- 
inatinri Spalls 

This additional power grants the crystal 
gazer ,.i s-horl eu ed c. sling time on divinations; 
casting lime is col in hull provided the Crystal 
Gazer iutceeds in a saving tinow vs par.ilyza- 
liuri [see below). 

Hindrances: Because they use the gems to 
draw laryje quantities of mehhaighl, Giystal 
ClJzers risk damage from power singes. Each 
time a Crystal Gazer easts a divination spell, 
he must make a saving throw vs. paralyv-iuion. 

Failure indicates Lhat the mebluiigtil lus 
flowed through the geruittOne into ihe GrysUil 
Gazer, rendering him unable Lo function for i 
number oi rounds fcqu il n'2U lumps 
tbs h vl:I, rs Jolj negcni 
u i ? ai ds a iv ,ible in 
channel mehhaSghj 
through themselves 
with little to no risk,) 
llii- t rysta! Gazer 
falls to the lloor (or 


slump is m hir- l hail if he was .-mated 1 nod 
retrains iTTOtinnless until the indiealed number 
of r. muds Iw passed 

oracle 

Known as soothsayers in KJbinas-i and prophets 
in Vosgaard, Oracles specialize in divination 
s 11 ells to the exclusion of all 0'i her sehools. 
These are the indivtikinls I nun whom kings 
and commem its alike seek counsel; "Should I 
I Mil 1 1 rnv people into war"" "Should I nwrv 
Martin the cooper?" "When will the famine 
endr"" Who killed LaiusT 

Oracles use a muni bet nf devices—I rum 
crystal kills 10 LeU lu,iv< s in addition to their 
spells when searching for flic truth Even so, 
they don t always receive re,spouses to their 
magical inquiries: when ihey do. the answers 
,ift‘ H>[1eu not mimed Lately intelligible, 11 Is not 
at all unusual far someone to eu-usnl! ,-n Ora¬ 
cle and receive a cryptic replv th-d becomes 
clear onty in hindsight, 

Requirements! Grindr-. must have Intelli¬ 
gence and Wisdom scores of Id or higher. 

Weapon proficiencies: None required. 

Recommended iionweapnn proficiencies; 
Astrology. Gem'fj tilting, Herbalism, Spell- 
e rail:. Weather Sense 

Equipment! Oracles often carry n scrying 
device of some kind he it a crystal bull, a btock 
ii ii ii-oi- or ii i ere Iv a bowl the 1 . Jill wii.li w.iii-i 

Benefits: Grades enjoy ,-i-L CiiSting nmc 
bonus on divirutiim .itlcmpt.s. (That is, a -pell 
with it casting time of !1 effectively has <: Oust 
mg time ■ 1 1 A 5 (jtuclcs also enjoy posiLions of 
respect in. dud communities, particularly flg 
they grow older, 

Hind r,inees: Although they enjoy respect. 
Oracles fetid in make people nervous, Folks 
generally do not : ike to be around those who 
could Learn anything about them they warded 
to know As j resu>l Oracles have Lew real 
friemb and suffer a -3 to reaction mis when 
not performing cheir duLies. 

uisimiciT^ 

Visionaries have no twiLrol over their divining 
powers. Visions-come lIwhi ml utty t'm = , 

dav r or rjigiil, awitke or asleep However, iheit 
visions arc almost always accurate Because ol 
this uncanny ability lor prediction, Visdonarici 
are highly sought-after add itiems to rayiS 
courts, Visionaries- with positions as court 
advisers are genec-dU requested to coni. 
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themselves 10 i f^n-nr own quarters as inu;h as 
possible, I' m fed SOUS detailed below. 

Requirements: Visionaries must have Jnlcl 
licence scores of 1b or higher 

Weapon 

proficiencies: None required. 

RcL.oj.nmetided ftftnivieapon proficiencies: 
Artistic Ahil ity. Astrology-. .Spellcr^h. 

Equipment: Visionaries carry with Lliem .1 
small scroll Oa$e and w-riling impiumL'n^ Lor 
recording tliest dreams (waking Or otherwise). 
Sometimes Visionaries m ill draw imiiges they 
have seen in their dreams. 

Benefits: Visionaries have 0 95% chance of 
correctly interpreting ili«ir divinations This 
(actor overrides any chances for failure os 
indicated ics the appropriate s|>e3l descrip^ 
lions. II the Visionary is in a province with a 
source (2) or treater, her interpretations arc 

completely corned, 

Hi ndranc.es: Beta ise visionaries arc so 
attuned to the vibrations of lhe <. uimes, they 
arc subject to visitations at any time of tlie day 
or night 'J heir dreams arc prophetic S(XW of 


the time and often are nightmarish in their 
content, Visionaries rumimmiy suffer from 
whtH ate called "nighI lerrors.'' A Visionary 
wfid dreams while sleeping in j province with 
.1 s<mrL,t { 2 } rn fit'll 1 vr will MKpi-ricurv nothing 
hut prophet k d rearms 

Yisimi.niiire- limited lo davinntiun spells 
exclusively When they east such speliiu the 

answers do not come : ighl away: Instead, Iher, 
appear >■ visions 5 cm: flame aftery ;orj, fhe 
delay, determined by I he DM, can he any¬ 
where from a few minutes to several months. 

flirlpte folk often aCc :»+■ Visionaries wl 
being visited hv evil influences because they 
fall to the pround, shaking uncontrollably arid 
blathering seemingly nonsensical starements. 
This prejudice Leads most Visionaries to live 
Ukt* her mitt to m in: maze their contact with 
other pcopic. Lt is common for a Visionary to 
hire a scribe a* a personal attendant; this 
scribe duly notes everyth rng die Viskmary says 
while entranced, for later intetpreliiiion. 

Because .,1 Visionaly s divinations come ,d. 
random times and can reveal future events, 
these characters are handied most easily as 
XPCs. Playient who would like to play a Vision¬ 
ary should work closely with the DM in devel¬ 
oping the character. 
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"U-VtClA flk’ uiiti ijlI-y 1 attention," fbc insfrurfDr con;- 
will fitted r»n the first day of class. The old. Hfhpp- 
shouldered vizard had skin it- '£ wva rieuitfy white 
from sp£ n rfj m q so man^ j'Citri ?r wail's. Hts 
um, 1 robe dragged across the floor as he paced in 
front of £i dticvn meM unu 1 women wfip had paid 
m-LL CihdiUimd tht fttn:ai College af Sonxry. 

“tf you don r becd ?ny wordy, yoUr ■■•petts will 
belt tnff >uity—will nrisj thvir mark. CufT.«JMrrt' 
cion it Im-pcmth-c wire-n vuM art l l i i!i!i rrt; lin-ch ati 
enobanlmeni." 

J Jl vwigijfcd the firtgets tij his right hand utfii 
an are of flame shot out, practically singeing tbs 
hair of the student* in the- front rc 1 *-, 

'"See? Concentrate and you cart cdhUioI ixaciiy 
where you? spell js released. fiad J noil paid 
tlCfUM-Ciort to whuj S was doing. poor Rrjjcd and 
TVnj mtij J’riv wrmtd bs .tpeudinfl a It it ddy:. in (hi 1 
cwfirmary." The old man cbuckled, then vinkttL 
,: lf ibe vizards and iiwtta.nl'ji who lived here 
centuries ago had prdCiiticd control- in [heir 
jpeiicculbrg and in- their JettfingJ with the poZitici 
of empire—you sieudd pc stttflyiKg ttt a fa!! tower 
made fry the best dwarf stone masons, iv.n in an 
uJ'd rtsiErturj barrack*. See the rains out the win- 
ctewF Thai is what remains of the fine rower, h is 
nothing but a dcing-rrotr.i, smoking deathtrap— 
riddled fir.: h hidden giypfe and traps and waitinj; 
to catch those who Wuu/d Janf ssrplrwc ir. 

"Star tmdj, >; ?rr niTi Jiv.- tender if you eontrai 
your rimoshj 1 . Reside-i, t suspect few Valuable 
things rertniEtt for would-be advetstrerers to ford. 

Now where was Jr Vi:-; J JmOw. J7>c [3rs? step 
ro casting blirnillg hands te. . . 





the royal 
college of sorcery 

T he City of Anuire bonsts the Koval 
College a( Sorcery, nri institution 
cloaked in mystery iwd awe and held 
in much remand by ihe AflLlifiiflfl populace and 
spcikaster.s of ill it.itioAnJitics Most wizards 
in Cerilia have heard of the cnllcfjc and steroid 
il some amount of respect. 

Alt the known magic within the City oJ 
Anuire is controlled by ihe college's Ruling 
Council each member of which is con&iderecI 
a regent. The council knows the- names and 
powers of each lll.tgjcnl item in its rolievliofi 
[and many outside it), records who wears each 
enchanted ring and wields each weapon, and 
ayts in conceit to seize items from individuals 
who could threaten the city Or tha college, 

the study 

of maoic 

The council always seem* to know when vis¬ 
it i rig wizards arc in the province - II id where they 
gt>. Rumors credit this hodywith sending spies 
to follow <hf foreign spcllcastcrs and to record 
iheir actions, but moat local folk believe the 
wizards have magical menus ol tuOliit-nring the 
province's borders. An old adage says that the 
Ruling f'mincil knows everything and every pine 
within 1 be City's boundaries; Lo try to hide from 
the council is folly, an everciae in futility that 
could Spell one's doom. 

Only wizards may sit on the council, and a 
wizard must Stave attained al U,1SI 4th Levc! to 
gain a council sc-ai. Tii^ . nuncLl currently Com¬ 
prises 10 me tribe rv : I be least powerful of 
whom is die newest member, a "Jdi-lewl 
invoker of Anuire an descent named 
Treven tTavinhome, Tile most 
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powerful council member is the o3d«s.i wizard 
in the city, a level undiantci' nam^d 

Azuscna K.iri1iii;j -n ivomiin rumored us h-v 
well over 1 !2<(- years, although through rha ;iit[ 
ol spelts and potions dir looks. middle-aged. 

Each member ot the council hat one ley line 
extending out from the college grounds. Tlie 
Couiii.il jointly holds the provinct's source H\‘\: 
KAritilia closely mcmftoi's its. use Centuries 
a_S® there were dozens Upon dozens of ley 
lines extending out frorn 111■ ■ province. livery 
mem her of Lhe council controlled several of 
the lines, as did kc-y instructors and $ few 
choice students. However, when the Greet 
iow-rt fell during the internal succession wars 
which followed Michael K.ode‘S death, the 
lines were sundered. Most were rtoi replaced. 
Smr only 10 ley lines exist, and the council 
members who control them guard I hem care¬ 
fully. Hilly (hey and their favored students arc 
allowed to use llte lines. Humors say (Mi 
incredibly powerful ten Jill spells protect these 
lines and that anyone who tries to harm them 
faces certain and swift dealh. 

histon,! of the college 

the Royal College of Sorcery was founded 
nearly a millennium agp by .1 teiu d Anuiicari 
wizards who sought (o increase the body of 
magical knowledge understood by hnrfum 
spe I Rasters oftVrili.i. The school bc-s^n as .1 
small .stone budding on the outskirts of «Tu-* 
Imperial City of Amur c with half a do>:en sLu 
dent.s; within decade the number of si hujurs 
swelled enough to rejoin.’ a new hull ding. 

The wizards hired the best dwarf stone- 
masons ihev could lind to construct an impress 
sine, thick-walled lower that stretched above die 
city's other buildings. Beneath the lower they 
built L(.1 levels- (bid held libraries of rare tomes, 
extensive Eaboratotiea filled with ai manner of 
magical powders and potions, and steel-lined 
vauEta to .stoic (hingeroua and powerful 
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enchanted irem*. Tl-e wizards- would not tell the 
general populace just how deep the facility wont 
or what was in it, and they charmed 1 .ho dwarves 
Su Llioy could not remember precisely wiled thei. 
bad CcuiMmctod. 

tl took nearly a decade to build I hi? entire 
• il lciir When finished, it looked impress ive 1 
Crowning achievement for all of Amifry Pan 
pie I mm throughout the re-gum came to look 
:il (bo si rue Lure, and residents: of the Cits 
bn-agged .shout (ho college. 

More srudr-oly joined the college, and lire 
Ruling Council of Toil was esl ah fished. So 
powerful were Lhc council wizards that tber 
managed to enhance ihe province's souice— 
(iespit.. the size of Ibe city and the college. I he 
Ruling ('oemtefs source was at one time rated 
ID. bur the civil wars and Lheir damaging 
effects dropped its raring to 0. 

E'he council. 1 lie students, and the residents 
of (he city believed the rower would last forever 
H withstood manv c xp I os; ion s from wit bin — 
eiltiied by various magical experiments „nu.l 
spalls gone awn,'. The wizards had cast mirpoi 
ons- spells into (be tower's stones to make the 
structure incredibly strong. However war took 
its toll: [Tie tiwei m?w lies- in l'uins. People still 
come do sec It, though most keep Lhtir distance, 
Despite having been red need to rubble over bOD 
yea is ago, it ConLinurs smoking—menacing 
black wispy dimbinc skyward. 

th e college toe lay 

The Ruling Council s< ill numbers 10. 

Lhough obviously the origin a I 10 
wizards have long since passed 
away. The college now 
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reside* -n uld barracks bufldlnfis near I he tower 
A massive library fLI ls the gre.U h-ill where 
[let .nles ago soldiers were v ill In 1 lut talks of war. 
Other buildings contain disiiwms, laboratories, 
student dormitories. and factlkt housing. Mem¬ 
bers of the Ruling Countdl live elsewhere—Lhc 
lnf.nl hm of Lheir homes kept sw ret from the pub¬ 
lic .iml ;;il ini: .1 few instructorsn the college. 

Oillv the exterior of the college buildings 
betraV I heir original purpose Inside, the walls 
U'„i[lsI l- portraits of famcnl* wizards, paintings 
of ihe tower sod j'Tuurttk -h the schools heigh I 
of power, and tnursln depleting the dTecls ot 
various spells. The lecture halls un? filled with 
fine, polished-wood furniture, nod the living 
q unite i‘S jie far superior Lo 111* sleeping rooius 
osop i-ri S by sal die rs of Lung a go. i he taste! utty 
appointed instructor's rooms .ire kept tidy by h 
stiff of servants. 

Thick glass windows, magically enhanced Co 
he virtually unbreakable, are lound in swlt 
room Students om look out the window* -tod 
sec the still-MTsold^L'tna mins oJ Ihe tower. Lite 
ins true tors wanted their pupilt Lu look upon 
the folly of mankinds struces toi power and 
greatness, which is why they chose this bar¬ 
racks for I he school 

The college accepts only a down new .U n¬ 
dents each year Fm etittoners of lesser magic 
and 1 cue magic alike may study aL the colk &- 
thougl ptefei'cmtial treEilmoni is accorded to 
cbe latter. Tuition is costly—I .^D1' 1 £old pieces 
a vear lor first-year students- More advanced 
.students ate charged mure, to reflect the cos is 
of gaining higl.mr-lcvcl spells. 

Most students stay between ih^ec and 10 
veai"5, plunging inco studies; about (..crilia s 
magical past, the influence of the gods, and—of 
course—spellcrufl ■ A student who begins ac the 
school with no spells and no magical experience 
ean emerge three years ..net as a drrt-lcvel 
wizard with seven lion weapon profi¬ 
ciencies. (These .ire in addition Lo 
am proficiencies tluL he can gain 
hecaus* lsI .1 high Intelligence: 
these am a I so two more non- 
weapun proficiencies than a 
wizard outside the college 
could 41 Cquire. Jbc 
bonus conics 
from the 
mteruiive 
studies 


forced upon aspiring wizards.) Students r.111 
,s«le; I from these nonweapon praEscic-m.ies: 
Ancient History, Anoierti languages. Astrology, 
Etiquette, Herbal! snl. Modern Languages, 
H end i n gAVriting Rel i ginn, and SpdkotiL. 

Students also are instructed in weapon use. 
Tbev can choose to :c;iin with daggers or 
scaves, Ifthei wuivl In train with .mother 
weapon, they mus' make instruction itrrangr- 
lUvnus with the loc.il fighter's guild 

After completing a program of study each 
•student has n few .spcltbooks lo show Lor bis 
efforts They contain nine Lst-level a pells, six 

Inc I level spells.. one ird-ltvel spell—the 

lutter of which ihe graduates cannot vet east 
'['bough students study diflferent spells based 
ciii their interests' and goals, bill pupils learn 
dewei niagfC. rf^J tfuispc, and dc <:;■>. Studem- 
who opt to learn (lie ftHii fumii'rur spell may not 
east jI while slill ctrailed as ihe school has no 
facilities for animaLi. 

Graduates receive .1 ring—silver Foe niagi- 
C. 3 JTIV, gold for wii4irds—embossed with the 
ullage's symbol T'lte ring grants (to graduates 
who openly wear !LI a ■ 1 reaction liflnus from 
those who look '■ ijion die college tavnrably and 
fro m all reside] 1 1? ml rbe ImpeJ.-i.il C. scv. 


the ruins 

Rumors fill the remains til til* t IrcaL Tower with 
all manner of magical Lxe.isores. The ru«n.s are 
forbidden LrrritOiy to eurronl students, who 
face expulsion if seen amid Lho rubble, F-ven 
Alumni are ttrcmgly dis-ccuHaged from sifting 
rhrough the wreckage. Members ot the- Ruling 
Council point Out thac although there might l^e 
wealth amid die destruction, there are also the 
remnants o£ ppwftrful protection spells, lo 
l him re griLnmg 1 fortune from ihc old tu*«f is 
to risk losi ug one’s I ifa. 

imr .students .speculate ibid the Ruling 
Council's member s do no', want people to 

explore the mini because Lhev fear adventur¬ 
ers will abscond with hidden wealth, that th>: 
council metrthtirs, merely want the treasure ku 
1 hems elves, Yet no oeiv Kas ever seeJI .1 court 
almcmbcr snter the mins- Occasionally a sin 
dent will observe adventurers poking through 
the amutdtiilu^ neUiAjjt*. One pupil wJLuB*nid 
j n aiTritirU^I man move aside some chunks Ot 
itiaxonrs' iiod disappear In a Jjaih of nrajigi , 
l luclding liidit. 

At one lifflse the tower hnd 10 uodergrount) 
levels; no one knows with cerlainft 7 how many 
survived the forces which brought down the 


58 







Royal College of Sorcery 


I « 1 i ijiI.b J-tp-EuinR 




wsprn? 


luhrhri ntcUmb 
(J'ynjumtirrfi 


fllnsidh 

Aktrnfinn 


North Building 


\ f-K-rf 
.'■»11__in null- 


LJmurrmiii 






sSSnijuii 


Great 

Assembly 


ipin Mark! 


Student 

Housing 


U U ii U u 

JL -11' I ilii- 


' Ll 1 .1 1 1 * i i 


*'j Kliiiji N'thitu 1 


ni TiTiii 


’■iUid-nl 
Ctf IIIIAMM 


1 IriUSITri 


J ?iTin.-|[j U n 

jTFVn'cjdun 


South Building 


larget Range for Spellers ling Practice 


„ j" i 

&& ia* .h^f 

■ 


1 ■ j■ r Ii 




; Lil' 

■ .1. 

dc»n:m 

i 


_i i__ 

AfcipIIiitrinn 



1 1 U 





’! Wi 

r h E J \ 

1 i •- 



f. 'i ■isi'zprTfc 


n \ 

j 


5>“' u i fy) 


■ v- 















































































building':; WdLfti. Few have entered the ruins in 
an attempl lo reach these deep dmnnhirs: 
fewer still have emerged. iluweVet, lh™ who 
survived broil ghl with them Liles oi magical 
(tenia gold f« L 'the taking. 

Spirit; treasure hunters search tor specific 
TCcms-, Rare books such as the Four 7^'■ rt?es ot Lsiiki 
the H'iisc are said to I told the s-ecreJ-S of powerful 
spells nol osod since before; Deifsmanr's destme- 
tfltm. Rurnun plats one of the tabled of Icy 
within ihe ftiTcoldug ruins, along with ibe hf3t.it.-. oj 
Me tlikemitt. 'lhc bwts, which beLongicd to one « 
the college's l.j.vinnh- 1 -,, .ire believed In gi-aul ihcir 
wearer ibe ability to breathe w,i u- t a s if it were 
air. and to sheuk™.' mzlfe as hadfluVgs do. Still uLheT 
legendary treasures in Jude a gold coin that Cun 
he transformed into a three-EOiiSred ship, a sash 
that makes its wearer immune to coid-based 
spcSLn. acid a girdle rhal: y^ants tvifj rds the ability 
to oompT^hetid .and Communicate in. any Spoken 
or written tongue. 

plover characters 

and the colleen 

■* 

A,t the Dungeon Masters discretion, a p layer 
character may he ft graduate of ihe Royal Col¬ 
lege of Sorcery The graduate receives (.he ben¬ 
efits, of .such an education (additional profi 
cienties, the school ring, ere.) but should he 
prepared to return Lo the college ii called by 
the Ruling f ’otincil 

When (he council needs to gather inforntfl- 
tiem or marshal its forces to face a threat, 0 
magic ally contacts its graduates and asks for 
aid The college may seek ihc sssLhUjk e -'I its 
alumni lo investigate reports of ppw-ert'd relics 
and ancient rotneH, to locate Iong-lci.st, mugivd 
Hems t>3 people or Lo handle trouble so (no 
rivals. Council members usually lack the ins h 
nation to adventure, nor Can they jeopardize 
current students on siL h missions. Ui course, 
aluiuJii .isfccd Lo conduct such taski hove no 
obiigiilinn to do sci—llie L"'lcgc has no anhrn - 
itvOVer those who have gi a dusted. 

Instead of being .■ full alumna-- a player 
i horacter may have Studied only bricllj at the 
college lo leiirn a few special spells or 

s-kil 1 Ft' Ll j.- ..J-dv mi|^il ity to en.mll 
for a lew months in spe; ini courses. 

Or winiird and magician charac¬ 
ters might travel there to use 
(he college's extensive 
hbni ry, which is 
available Lo 


. isil n-ig siK-lkasCe'i-- loi' a fee. ["he old tomes 
jiv filled with information about Ccrilia'a 
provinces, history, ruimi. and metre, Ilic col¬ 
lege may also hire E*{ Is to collect spell compo¬ 
nents or retrieve m ulsters lor experiment* 

When the Roll,fig ( riunctl Heeds to- replace Out: 

,if iis. members it looks to the alumni, cspec-iuLk 
iI h .'iC who have ■' long 1 ijft of acc-in nplisli merits. A 
H graduate might be asked LO sit on the coun¬ 
cil, gaining li position d 1 respect and regency, 
Such a posl will not lake the character out of 
play; mlhei-. ir might create adventures, Besides, 
nothing prohibits council memlxir'. from, adi-en- 
Itiling with IhuiE- friends from lime to time 

opprenticeships 

N iht all SLudcnts a if magic receive I heir 
training bit i lie Ifoval College: of Sorcery 
Many apprentice themselves to masters 
Jin- a period ol linac- For sonae the decision i ,; . 
pin-civ econorakbll — tuition nt dac- college" ii jv'o- 
hibitrve for ilaosri nor of arislOCi'.itic birth (it on 
friendly Lenms warb a successful -guilder Other* 
prefer to steady with teftchters whose pliiloso- 
phio : culmre, or location more closely matches 
1 heir own Still others prefer -the orW-on-nnc 
atte laticjn an apprentices hip prtwi d cs. 

Most magicians and seers pre-Hoi Lo appren¬ 
tice Iheaiisajlves to a master rather limit Hudy a I 
the college—a promising young seer will train 
w illi llu older village seer: a kidding enter- 
uilnerwili ‘ i.udv under a famous illusionist Just 
as true w izards arc attracte-di to the ollcge lor 
the upporlumty it provides tej study undoc spe¬ 
cialists of true mugit schools, luttire magicians 
and learn best !iom specialists in their 

school* who take les&er magic serioush'. 

Eivei (and inoSL hulT- cLvch} almost cvdu- 
sjvelv study individually with els wiv.m'ds. It is 
highlv UriLtsisal for .ti < elf to study "human 
cma giL .n ih.o Royal College- An ell may have 
several teache-rs i: Lhc course ot Ids magics 1 1 
education, completing studies with one hUilI 
i hen moving on to another. 

the calling of an 
apprentice 

Some teachers and students naturally fall into J 
sinister—apprentice rclatiunS1 1 ip, such zlS < .oe,r-. 
diviner encouraging, and tenlly guiding a young 
perstin in itis siflage who shows Lalftilt- ftther 
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master* actively seek out students m .m!. ihem 
in their own work Or . to provide a sm.iil income 
Conversely, many indents (or theii parents l 
fake.' tfiq initialise in I biding teacher* 

Repardks* nfwby initiales the relationship, 
both masters and apprentices muse take r,n‘e lo 
find a camfiatilile jSprtner, Same InstmLU >r.s will 
‘iflkvt apprentices only of their own raze This 
tendency is csptxkdly true of elf wizards. wlu> 
Will Consider hdl i-elf appro mice* lim .ltcepL 

I.u students in r?n k= i li ■ rarest ertturpstantes. 

’■'ns and Rjjutrik wizards also discriminate without 
apoloRy, although cultural differences would 
make it unusual frur * human of another race to 
senh their instruct ion in lIio first place, 

MnftifiJns can accept nnfy humans as apprert. 
i ic e s: wj cards can .iccepl in (I [vidua is of auv 
spellciUking race. Although mosl wizards prefer 
appientLcek capable of witinj* true caatpc, they 
also pun accept unblooded In inning restricted to 
lessor magic. A woiaid might choose ro do so U i 
studcnL seems especially bright or gifted, if lhe 
wizard has been unable to find a suitahU Miu- 
Hlent of true magic, Oi if Lho student bring- (n 
Lha re -ittionsbi p a considerable amount of 
weali II iio, payment for the 1i.lining. A magician 
apprentice studying s pel lea sling under i wizard 
mentor is sLill rcatricted by his . L'Lss— ihat is, he 
cars learn -pcELs beyond 2rtd level from onk- the 
schuuk of divination and illusion. 

Other eonsidurations when screening possi¬ 
ble part or rs in an apprenticeship a rra n gemonr 
include alignment, personaliry. tide ul, and 
magical seb i.kjI s ul interest, Above all. the 
teacher ontl student should regard each other 
with respect. An apprenticeship is .1 years-tong 
commitment for both parties- |hey bad best 
ensure comp s 1 ihilit> before entering into it 
Apprenticeships generally begin when the 
stuck nr is .it 0 or 1st level, (hough student* 
who complete multiple apprenticeships nr 
receive ocher training will pfcoi&ree begin their 
lace.- com 1 T 1 itmcnts at higher levels Masters 
musl be .it I fat L two levels higher than them 
students at Ilu? Lime they enter into an appren- 
1 ices hip agreemeur 

terms of agreement 

.Sojvie a p prentLccshEp& , 'Such as the one 
bnw«li the older and younger village diviners 
mentioned above, might m>l. have any formal 
agreement between the two pafries. In .such .in 
aiTfingemcnt, the master is better described as 
a mentor who recognizes the ulent of a novice 
and tiikes him under hi5 wing, The student 
studies v. ilh tla-s mentor nr.Ti| | hcv come to a 


natural parting of tbc ways. 

Other scl«rs and apprentices have ytrry 
iormal detailed agreements outlining bow 
long ills fwtr'i)erthip will last, w-h.n type uiid 
bow much u 1 mioeration the teacher will 
receive, which magical schools and concepts 
vs'lLI be studied, anti soon. 

; he student firings many thing* t.ti an 
apprenticeihlp, He makes a commitment to 
his teacher, promises loyalty, and often per. 
Larins tasks at his in s| me tor’s request. He 
might be called upon to acwfnparty Ins mentor 
on .in advuTiUire uir : if his mentor is a regent. In 
help with affairs of stale, 

The master, of ontPse, brings knowledge, 
experience, and in struct inn to ihc relation¬ 
ship. In general, a teacher HlOnld devote one 
to four hours a day to his Student, Lhrce or 
more days per week. Such sessions are often 
spurn reviewing magical tevis .nuJ assigned 
reading, disc nssing various points of spell east¬ 
ing, identifying and obtaining components 
demonstrating magical concept:; and spcSIs, or 
supervising student prat live. 

The amount of instruction nn apprentice 
needs is based on that student's Intelligence 
Wore, rhe brighter the stude rM. (be le&a lime 
the master must spend in direct instruction: 


Student^ 

Intelligence 

1,3-15 

US 

17 

13 


Suggested 
I lo urs/Day 
A 

a 

7 

1 


Similarly, the higher the apprentice"* luvtij, llu.- 
more capable he is of independent study. There¬ 
fore, , uusiei's need Lo spend fewer days per week 
InstrtfClmg higher-level apprentices (recall ihstfl 
t ’urLliul) week has eight days): 


3 (u deni's 
Level 
1 
3 

3 

4 

5 


Suggested 

Days/lVeek 


7 


o 

4 

3 


As a rule, an instructor should 
have no more than one 
apprentice fur every four 
levels of experience tints, 
a oLh-levd. wizard could 
have one apprentice.- 
n Stii-letel wizard 
could [Live two. 


ending an 
apprenticeship 

An apprenticeship teftfriMtes when otic of the 
following conditions occur? 

* t toe of the parties die? 

! Itt- p.i riles mutually ayree to dissolve the 
atTatiRomenl. 

■ An agreed-upon |iH:riod of time hits pyi??et|, 
Tilt student reaches an agreed-upon 
experience level 

t The student's level surpasses that oi his 
master. 

i I he student achieve? mb level. 

AI Mh level, Lite Student is no longer termed 
an appreintii;.«, though he may con Ur ue studying 
with his master. At this point, ihe instructor 
nmsi consider his former apprentice a hench- 
111 .m or an "assistant' ■Itulyi-. 1 ro all the rules ol 
brainy covered in die PHB <Vtid ibVKi), or name 
him a. lieutenant (as dfrSCiilicd in the EtlfTtOUCUTi 
KuJt'bciofcj. The itistmctor can, of course, choose 
to name his apprertLice a IkutennnL ■ it HU its?>s- 
rant at a lower level it he so dcnircs. 

player diameters 
and apprenticeships 

LL a L : 'C takes 'in .|u apprentice, he should keep 
records "I imv noteworthy accomplishments 
discoveries, or sigoi[leant errors I he student 
makes. The Ptmgerifi Master'will keep tneii oL 
other ml of ination, such as Lite apprentice's 
alignment, goals, an it advancement 

A player character may also enter into an 
apprenticeship 45 the student, However, 

depending upon die. Lcrras ofugrcement 
between the Ft irid his master, the edminLt- 
Ttierll could restrict the l‘C$ freedom to go 
(lijce-iLturing. Apprentices should consider this 
possibility when ncp.iiSimirjg terms with 
their masters Or, players might instead 
opt to nuke an apprenticeshup purl 
Ot their oh inicn rs' backgrounds ■ -that 
i:-. iln- jiiioi fiiticf ship was cumple.tied 
before the oumpirign l>5g4 ti¬ 
ll i 1 ■ 1 14 of ipprcnlhe-dii ps 
musi lie resolved between the 
playerii l-j 1 .1 In,. L.1M. Even b Ihe 
arraugenlirii is between two FCA, 
I he PM should still referee the 
i;greunie'n1. At & miniinum, | layer? 
s-: m.si 1 1> I lit go date the-fdlknv nig flints; 


4 Meilmtl of payment, lilacs die apprentice 
or his famili, pay the ouster a fee? Perform 
various tasks r,s payment? D-rses the machcr 
offer Instruction ill exchange Lor past or 
l"i:tu re considersi fonst 

- Length of arrangement, Will the iipprcn- 
ilce stay for u certain number of years? 
Until he rciacbe;? .i paitieular level? 

+ Terms of agreement What wjS| die appren¬ 
tice scudv? Wall the apprentice L-s tv-sponsibl* 
for assisting in the master's rn.ygir.aJ work, or 
merely Liu responsible for hi? own studies? Is 
I ft cl apprentice e*pe^ted to aCcomp mi his 
master on aJvfcjnlujcs ol other ii ips'f 

PC master? can decide for themselves 
whether to bring apprentices along on adven¬ 
tures. Apprentices could prove a great help— 
and likely \v;h;I,J h.tndle many of the party s 
routine ehs>res. However, die master mighl 
have to give his apptt, mice* aL least -i small 
sJiiire of arty treasure for their el.lv- I ■, -espe¬ 
cial l\ if the mis -Am iras dangerous And the 
other adventurers might insist I hat reward 
come from dm master's portion. 

Handled skillfully. appptenfh eships can serve 
as VehLi Its fat adventure- adventures that 
could involve anything from 4 student s> s-enrch 
to r a teat hsi to an apprerLiee neenmpanyLng Ids 
instructor on u dangerous Journey, to a now- 
pqu'^iful wizard stekulg an artifact he i c-e,ill.s his 
old ouster speaking of m,;iiy years ajjti. 

sample apprentice 

characters 

Plater* of wizard or irutgicf&n chaMv Un- who 
would like to take on .m 'ppte itijre can s idi 
the DMA approval, select nur ol the UimdU 
dates befow or use them as models in develop 
ing other? 'the DM is hUo free to creaLe ■catt- 
didiites of Ms own. Apprentice PCs seekir^g a 
irta?ter might Ouisiki one oJ the N PCs' 
detailed cl sew he se in ill s book nod in other 
BiPTHft.EG.HT ptodllCt.?. 

rnatjkiun 0 |>|ij tTtilices 

Huitoel Grestn 

2»d-iiT'-:l trtidriiaM md^iciaM 

AC 10; MV VI: hp 7; TH At" D id; If AT 1 
I )mg Ld-t (dhggOt'V S<i D \ 2. t 1(3. [ 5 b. W 
I '2, Ch 14, Blfiodl i n e: n one. 

EtjuipmcntL various clajnpcs oi rlulhes, 
parchment, iolt, quills, dagger. 

Spoils; ecJJitnp. defer( 'ntJgic. .tpnoii 


Proficiencies: AgL'icull life, Animal Han¬ 
dling. Hlacksmithing, R^ading/WrLtijiE 
AmiLrcjin, Rfa d i ng 'Writ l n g -r-ji, 

DcscrjpCjuji/Historj’’ Rueoel Green stand a 
•5 feet, £ j inches till, weigh - I 2ft I Its,, iind Li 
reed thin — spOtLing bony wrists', eJbowS, and 
knees. He ItHd if shock of thiel;, dark orange- 
red hjtr if !i. alv, ,iys look': unruly, Rueuel is 
dean and nout i is clothes, though loo large 
and not of asp-euially Flex: quality, ■T r k 1 -iihvaYS LEI 
good repaid. He cum I- 1 ' across as amicable .iruJ; 
jovi.il, and he is .ilmosl always KmiliL'i^. His 
intense green eyes seem to t..k^ in everythin r. 

Rncofil is especially quick to focus i^n Inirigs 
magical ’Jhmie.li fie realizes his toraiwm liirih 
preventjs him from ever being able to cast teug 
•■-•Sic. he still whit is very much to haw sonic 
command over CerilUs forces. At age Tl, he 
u I ready has worked bard Sot two years tLSwurd 
5 ha l end, under 1 bo direction of another ti ins¬ 
ect However Rueocl's previous llleMor left on 
a grand a-dytsnlure and never returned RueocL 
wailed more ilum a year before sinking out to 
find a new teacher. 

RueocE's parents, formers who work h,nd u> 
eke nut a living, know i heir son i-s not destined 
for common Farm labor and Support his efforts 
to study magic. I "hey will contribute what few 
Cuius they have to help him find a men cor 

Linna 

Iv["?ev;-' Rjjtrik seer 

AC S; MV 13-j hp4: 'J MAO 50- nAT 1; 
Dmg Sdfi (staff), 5 ?. D to, C 12, I 14, W 14, 
( di Ifi. Bloodline: none. 

Equipment: summer and winter clothing 
appropriate lu the ftiurik . llm.ilc, silver 
brooch 11tiil he Longed rn bar mother, staff 
Proficltrncics: Ftre^building', Herbalism, 
Read i. rig,'Writing Rfavcn, Wentlier Sen.sc 

I>escription/!listory: Untia Stands 5 feet, 
1 Inches tilII, Weighs I t>fJ lbs,, and has blond 
hair rh:il die usually wears in braida. llcr eyes 
arc l>l Me-gray and pfivO reflect sadness. 
Orphaned .il eight. Linna was raided by 
Other members of her clan in the village i.il'lier 
birth, Now, Iff . n,ir( later, she is welcome if 
'lit- fires of many fajnitie.Ti but tccts she ha? rw, 
OCV6 plate to call home. 

Sijjce childhood, I ifma. ha." known she has 
die (gift uL "sight.' Qeca.sj'ooalty, .>be has a sense 
of thmgt:! -or my—f 'CSiM ^ ,m event cumun Llt 
pass, As a child she wished these sensations 
would jL£il go away, hilt ,i" an adult she has 
become curious about llieih. Unna Would like 
rn know more about hut gili. and learn—if sndi 
a thing v;m be learned—how to control ct. 



63 















vv? i zard ap f. p ft?n rice s 

Mkhiid Haencar 

/LlijdjTLlH 

AC 10; MV 12; hp 6; 1 HA CO 20; (If AT I: 
Dmg Idfi (staff). S 1.3, D 3 4. C L3. I I 7, W 
I i, Ch S. Bloodline; ReynIr, mator, 24; Rltxid 
ability: I'cgencraiiun (great). 

expensive clothing, gr;ly i-i flln-c; 

I■ i ts c: and equipment, gold n*B, Mall 

I’roficieri itjsi: Ancient History. Etiquette, 
Dancing, Reading/Writing Anuircan, Rend 
ingWriting liasarji, Ridiftg (Und-based). 

De-fttription/Histflfy; Michael is 1.5 years 
ok[ stands 5 feel. 7 inches, and w eighs L -Y2 
iLii, The fourth ioni of a minor noble. lie has 
j-tOWrt up with every u ttva ntaj-c. money could 
provide. In Fact, bis upbringing has made him 
:i ini "speeded. and willful ^_i ti f<iI'tuRarely, 
Michael cannot afford to lie SO-: With three 
Others in line ;ihesu 1 of him for ids father's title 
and toriune. lie will have Lo Strike out on tliJ 
own before long.. 

Michael’s father, realitirtg rime his son needs 
a profession has commenced a search far a 
tutor- Hl.' admires liiL- le.nuing and power held 
hy wizards, and would prefer his son choose 
that path. Michael himself is indifferent, 

Michael's father will pay well far the rigid 
master, hut will e\i>eet signiticanl resuttH. 

Sitrya V Lcnkov 
O-lerrl Vt 1 * 

AC I (V; MV 12; hp 4: J If AC 0 20; HAf 1; 
Drag 1 ct-1 (dapgcr). & 13, O 10. C 1 1- 3 Lfi, VV 
[H, C.;li k| . bloodline Veuynn, minor, L I; ISlood 
ability; resistance (miitor), 

Eqlripmenti heavy U orbing. Iur cloak, fur- 
lined boots, dagger. 

Pr-utic ie til ics: Endurance, L' : irie-htii di ng. 
Herbalism. Surveys!. 

Descri [M ii^n/Jlisiory: This 24-year-old 
woman si. mbs 5 feet 6 inches tall and weighs 
151 II.... $be has long dark hair ami unusually 
di&i'k eyes. In whiter, her face 
and hands are 
Gflen chapped 
from Vos- 
guards harsh 
winds ;ilid 
letnpcraLLireS. 


Saiya knows full well i bat speLlca-Stcrp are 
feared Und reviled by her people -only last 

year she watched powerlessly as Wi.ors from 

her village htoned a wizard, convinced that the 
repfan 's famine was either his doing or punish- 
ineiji for his sorcery, Vet dcspilt- ihe danger^ 
of such a path, Sary.i cannot resist the call ol 
magic, cannot deny the essence ot Vorypn 
G owing through her veins 

Saiyti lias, hcgpn a i|uiel search for ■ Vos speU- 
caslet lo teach her the mcanc art* hhc must be 
circumspect in her inquiries, mindful that fee. 
Speltcasters ol Jiei race will admit to having such 
pi.iwv.L'H or reveal the extent of them, in exchange 
for Instruction, she is whiling 10 offer her teiivlicr 
loyalty, secrecy, and should it be needed 
iter aid agninsi .lUaLkcra, 

Kiclgnnal 

O-Lcmcf tmif-elj 

AC h: MV 12; hp 7. IT LAC 0 20 . ffAT I; 
Drrtg Idh (staff)- & 15, D 16, C 13, I 14. W 
to, Ol 12 . Bloodline: none. 

Rqujpmeli l : line wooden seal!, it few 
dunces of well “m a do cloLhes, a medium war 
horse, and a punch of coins. 

Proficiencies-; Astrology, Healing, Local 
History, Reading,'Writing Brecht, Speaking 
Flvi.sh, Swimming. 

Dcsctiptiou/Uistory: Kiolgan;il stands 5 
feet 6 inches fall, weighs 1 47 Lbs and ha-, long 
dark hair, The snn of an ell' father and H roc hi 
inpthcr. ffieig'snal has liveii in a small coastal 
Hrecht town all his Life. He hardy remembers 
hi* father, who died in an accident whan Kic.i- 
ga naL was an infant. 

KLcIganal's mother, wlu> supported licisclL 
and her son tfj.rough her healing talents, often 
pjld him stories about his father. Ilis favorite 
Uml-s. were 1 hose that involved his lather s 
spellcasting ahililies, Kielginial uscii Lo ilream 
1 har one dav lie. too. would be al>lt to com¬ 
mand ruji'igit" like his father did, 

A faithful .son, Ki- lgaiial poSi poned his 
dreams ,ind stayed with his mother until heT 
death icirlier this year, Now that he h free to 
pursue mv carct-r be chooses, ms mind Stray* 
often 10 rhosc childhood stories- The vears- li^vc 
not suppressed fas yeaining to Study sna-gw. 

Kielg-ioul would prefer the liilelage of an eii 
v’i'i/a.rd. one who could reach huO rhe 
same ylv^n magic Ins father com¬ 
manded. lie will first seek;! master in the 

clvt-n uciiids; otlIv it he cutSIlC-cassf ul will he 
turn 10 human teut-hera. 
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Magical inpasunf fs trectswre ittiicej 


ma 



items 
and artifacts 


For true wizards arc rvnr, 

Hit' product* of their sorcery rarer mill; 

Ho be ii'iif? dim ore ti ,n; enchanted device 
Rrciiiirer j gift far mere precious chan g,>JJ, 

—Kh.itliLl. 15 j itCLive-rh 

-♦- 

he magma! ins ms listed in this chaplet- 
ire unique 10 the Rnn'HRtGICT world. 
UnJts* otherwise rioted, both wizards 
■mJ magicians cap List- (hesc items; a few at* 
available to orher character cEass-ea as speci¬ 
fied in individual descriptions, 

tables 

R egent wizards who chops* to begin 
theic careers with a magical item tsce- 
"Creating .h Recent Character" in the 
BucmiiR'iJIT HuLkt>t,<k) may substitute Tahle ! 
hit right) for Table HQ in Lite DMC. or table 2 
list right) for tables 95-104 in the DMG r 
when rolling randomly. DMs nlsu mav use cha 
Soil owing tables m randomly determine di^- 
coverses during adventures. 

Magic.ll items hardly ever turn u^i for sale in 
the open market—the v are Dr too rare and 
valuable for most owners to pad with. them 
willingly. Sometimes, however, ri character will 
w-;iTii to yoEL an item Peclui|js u regent is will¬ 
ing Li> handsomely pay his cot! fS wizard to cre¬ 
ate a spec die item: perhaps an adventurer 
finds an. item he cannot. use him sc it As a 
guideline for setting prices, these tables offer 
eaeli item’s approximate value in gold pieces 
'! g-P 1 ■ XP value — the number oi experience 
points a character m Eghr be ^rwarded for mak- 
ng 5llell an item—is also li-stecl. Descriptions 
of all iLems, including those of rare items not 
listed in Hi* tables, follow. 

1 he Httgs of ivy are rare treasures chul can¬ 
not be duplicated by PCs; a.s such [heir value 
is priceless. XI s and gp guidelines, therefore, 
have not been assigned lor these artifacts. The 
Artifacts of Dnisovutj-are- also priceless-. 

Because true wizards are so rare Ln Cecilia. 
payers and D.Ms should add to Xi J and 

gp values of items listed LtL Other products isur.h 
as llie DMC and Encyclopedia Mach;a" 
volumes) when using them in a BtT5.THM.LOK 1 
campaign. 


table 1: potions 


idia 

Potion 

XP 

KP 

1 

Blood Concealing 

300 

600 

2 

Blond Enhancement 

600 

1,100 

3 

Double Duration 

2.50 

430 

4 

EJouhling 

250 

000 

5 

Immunity to 




Blood Ahilities 

350 

750 

6 

Iron Skin 

300 

550 

7 

Ley Line Hnding 

J.000 

1 .cm 

ts 

Regency 

000 

1,500 

9 

Shadow Walking 

400 

600 

10 

Spell Stealing 

350 

700 


table 2: 

miscellaneous mu<jic 



SublabEe A (1- 

■3) 


Id 12 

I’trt ion 

XI 3 

gt> 

1 

Bag of Feathers 

3,000 

0,(300 

2 

Brooch of the Regents 4.000 

9,(300 

3 

Candle of Fortune 

E.O00 

1.500 

4 

Crystal Ball of 




Bird : s-Eye Vision 

4.500 

(0.000 

5 

Curragh of Movement 

rt.3l.Jf3 

21.000 

f t 

Elemental Chalice 

8,(100 

14.000 

7 

/ 

Evert nil Component 




Case 

4.00(3 

9,500 

3 

Figurine of Traveling 

2.750 

0,400 

9 

Cloves of Delegation 

5.00(3 

U.OOO 

10 

Fliil of Starlight. 

3.500 

ft, 500 

11 

T 1 isect of Spell Release 

1.00(3 

2,5(30 

12 

Magician's Rat 

4.350 

9.01)0 


/ i 
















Subtahic li {4-6) 


ltlio 

Item 

XT 


1 

Mande of the 




Martians 

6,000 

|4,0(K1 

2 

Mantle of the Basrarji 

6,000 

12.300 

3 

Orb of Weather 

3.400 

0.30b 

4 

Quiil of lirasinp 

1,200 

2,500 

5 

Quid of Listening 

1,100 

2,300 

0 

Quid of Striking 

l.ono 

2.000 

7 

Scarab of Redirection u,2Q0 

n.soo 

a 

Talisman of Calling 

3,000 

a,000 

3 

Tray, of Diplomacy 

6.QOO 

11,000 

10 

Web of Spiders 

4.500 

7,300 


* 




table 3: fine's of ley 

Id 12 Item 

1 Ring of 1 -ey i la m mum-ration 

2 King of Ley Detection 

3 King of Ley Disoovety 

4 King of Ley Ex.leus i un 

3 King of Ley Fortin £ 

6 Ring of Ley I iUe 

Ring of Ley 3 &re 
6 Ring of 1 ey Sh idling 
9 Ring of l ey' (Van sport 

10 Ring of Ley Use 

11 Rin g of Ley Vision 

12 Ri n g of Lev Vital izat Lon 



* 


potions 

liWd Concculmp;: This magical fluid 
makes others unabk' to determine 
whether the 


vj;' 



Imbibing EpellCilSte r is blooded. Telltale ti land¬ 
marks are masked; soclEs such ,is knot! bloGmiX'c 
dt'iivniioi? and ktirr-u Wood!™ ifiV-itytfy. and other 
magical means of divination a/e rendered inel- 
leoLive, The potion doei not howoror, nomiHlbse 
Lhe appearance of an awSisbegh with the biood- 
form or (llpodtraci abilities. While under the 
effect? of tills potion a it ion nan still use Ihh 
bSootl abilities The potion last? 2d6 turns. 

Sixty percent of these potions work only Oil 
vii/.jr'L! scions; If imbloixled wizards or charac¬ 
ters of other classes imbibe suzh a potion, ebev 
suffer 2d4 points of damage. Forty percent ol 
these potions work on anyone, with no threat, 
of damage ■ A wizard trying to distinguish 
between the LWO types of potions has a .30% 
C ha nee of iucces-s. 

Blood tnhanremejit: 'Ibis potion, unable hy 
any scion, enhances on£ minor blood ability to 
major Ot one major ability to gieat for a per hid 
of J_d4 + l hours. The imbiber may choose 
whioh of bis abilities to enhanee- 

TOouhle Duration; This magical elixir allows 
the imbibing magician or wizard Lo double the 
duration of Lite next spell be easts (excluding 
realm speils). He must east I he Spell within the 
nevr 2d4 rums. however. or the effects of the 
pOlLoii wear off. It used in conjunction with a 
potioft of douhhtiji;, the duration is quadrupled. 

Doubling: This potion icmSt be consumed 
ImmedLittely after another draughi tor its 
magk to lake effect, When imbibed by a wiz¬ 
ard, this potion doubles the duration of the 
first elixir. When imbibed by anyone else, the 
potion exteodt rhe duration of the first elixir 
by 50%. Wizards can use this potion with any 
other; for JJUagicians and eha t. teres 1 ! of other 
classes the DM must make u potion compati¬ 
bility cheek (see I able 11 i. in the D.Vfdl). 

Immunity to Blood Abilities; this potion, 
usable by anyone, makes ius consumer immusit' 


V*f 

J I 


y -.L: . '. 

•ft '.. < 
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•4 :v % * • 
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in Hit lulIpwinR blond Abilities ml other*; char- 
j. ijsr reading, ch.- : rm aur.i. dfetigcl lie, delect iHu- 

.. ' I'‘Lee i IlLc, divine aura I - : ;■ 1 persuasion. 

and ^ ii Vr lonch. The potion Lists turns 

Iron Skin; When consumed bv :i scion, (.hi* 
magi ml ll'ivl mscs his blood line lo become u 
natural defense against attack&. t he umij.nirrtert 
skin Improving ins Armor t 'l,iis b-. I 

pninl for eycm 1 10 points of blood li hr- su'evigth 
Ihus cIhmu with bloodline tetsres of 9 nt Scs,s or^- 
-innitectcd: a semre nf 10- 1.9 improves the-At. 
by l , 20-29 impfeves die At hv .1 and so 4 n 
Lois itnpi'mvUmerit is in .addition do bonuses 
gained through armor, maqicaS 1 d:i is, nr ,inv 
other me .in'; I he in Tuber ha* ol improvin-e I* :■- 
Armor flash I h,- pOdicm 1;lsLs hdti rounds. 

Law Line Finding; This potion, usable by only 
wizard re Rents, die imbiber enhanced 

di re- 1 1 mi sfnse that Leads him miernngSv Lo 
iho neatesl Ley Sine (though ,1 rlnos not reveal 
the hue s owner) Obstacles si ■, .i; m un- 
tains magic; I ward*, or buildings do ;uu pr*». 
vent the c mi sumer irOfn finding the line m> 
Ionq as be reaches ii before ;bc porion expires.. 
The potion's duration iy [id4 lurns. 

Regency: Than jiplicra, usable by anv regent, 
crtablus ii - consumer to draw upon his coiuiec 
tiou to Ilia domain and has tuqu-i itnee as a repent 
111 affect chi.’ outcome of tWfnlwhen consumed 
■fl 111 irijjr nrL action round. 1 he regent gain* a -*-2 
bonus to hi* success mil tor mvdonidn or realm 
action he attempts during that round, 

Shadow Walking; Drinking ibis mixture atLow* 
-! wizard the same access 1o she Shadow World 
I bat h.itilings enjoy. Elm wiy,nrd can freely step 
in and ollL oi the Shadow World for aa long as 
i he potion lasts, If die potion's dural ion expire* 
w Idle I lie wizard is in the shadow World, ho is 
trapped there Lsnlc-s ha h.li another dcu-L 1 cd the 
puli,i'a of rbodnir iruifcprg or Can find anol her 
me .jus home. A vial of this potion I vpii allv con¬ 
tains Li i uses with rack dose lasting Id 4 
Lmns. h a member of another dim a l I. - . i.u.s 
consumes the potion, its duration is Imbed. 


Spell Stirling; Whert .1 wizard or magician 
drinks I hiy jn itiyn in the presence of another 
mage, the imbiber instil Ally steal* a 1st- or ^nd- 
lev.1 spell fronn his i-irgoi's mind. The DM ran¬ 
domly determines the spell elolen; it iiluM be 
one the victim mage ha 1 licit yel CitsL thal day. 

J he imbiber i* inst-H Fitly iware of I he 
enchantment he has .u.ip i ii'<rd. TIT* iVulcn 
enchantment must he cast during the Same 
day, and it Is cast .it fb level of' the wizard 
who ■ I rank the potion. The imbiber can e/l Si 
•! . -.[ii-ll ;r-. iddition to the number of spells lie 
norm ally ran o:i:o per d.iy. 

Ii the stolon spell is one t ; h< iui hiher has 
ndver before cast, he has a 7if% chance 0^ l>eing 
nble lu cast it successfully Jf the sue cos? roll 
fails, (he D'M dptcrnuiLss vs+iGth-.:i rhe spell pm- 
doC-ed nn unexpected ctfccr or nn effect at ah 
The wizard Who lost his spell does noi I nrwy 
inn. I l- lo'i. ii, Tl dii-L'ippoars from his memorv 
as if cast. 

miscellaneous 

magic 

Bng of Tea the rs.: This unusual spin moni ng 
dcvicf t usable by any logout, ep[^i. 5 ts of £1 SUUlli 
velvet pouch witlj bd6 bLlC-k frather* inside. 
F.icb Lime ibe rr j ^( , ni ss jthdrawa a leather from 
die bag and lets ii float to (he ground, he sum 
oioof ,i ravr:11 lOilCL US ii nlosienger. 

l b- regent nfluses .1 written tncaaagE io the 
creature, speak* Ihe recipiecu’s name, and 
releases rlie bird- I ln j ruVeti will travel up ta 
5Q0 mile.s lo (UiLgiCiilly iind the intended rccip- 
icncwbi". bil-f hi ilays The messenger will 
wait, up co '.ours for a response before 
cetn rriiny co (he tiimmcmer Once the raven 
renicos ro the 
r^E-.-m and 
delivers the 
response ■;it 
there ii 
0lit}, it j.v 

,£ 


nt) lunger Isonod to Hit summoner and will fly 
away free- 

The ]'m>iil h can l>c recharged, at which lima 
more feathers magically appear in Ltie potn h. 

BfOOtli of the Kcgent.s: Usable by d.i)y regent, 
i li is, imp re -isivc- piece ot jewelry typically 
appeal's as ,1 large polished stone . in led by 
tins 1 white or black pearls, 

When .iffixcd to the cloak ol a regent, the 
item magically informs Us wenrei- oi the pres¬ 
ence of other regem* in the we province. The 
brooch indicates tire direction in which nihtr 
tegeutican be found, but cjnllot asterUnn iden- 
tity. When worn by a wizard regfSml. the Irmoch 
reveals the precise Ideations of other regents. 

The brooch functions nnee p=r d.iv. 

Candle olT'ortune; Typically ; rented in bundles 
of ils, these smidl, oroTtuiLk taiiors can be used 
by wi/xinb only. I he candles hum fur one bum, 
and the spell caster who bunts one gains * I 10 nil 
of his saving throws tor the folloivittg 24 hooi>- 

Crystal Hail ofBirdVEye Viflw: When used 
by non regent wizards and magicians, this 12- 
inch sphere functions as ,: normal crvncrJ tui,' 
scrying det ice. Hoiievvr in the hands oi a 
regent wizard the bail can iboft .> cop-down 
view of tlie wizard's domain (any provinces in 
which Lite wizard has a holding) IL another 
regent is presume, die w izard may also . lew 


that regent's domain 1 1 loss allowing a collrt 
wizard to a-erv for Itii i ulei'J. 

By cunccnlmLiiig on certain UjCaiiotis, [he 
user can direct the ball c a magnify the view— 
showing enemy armies., wandering mnrt*Ceri, 
and mure, F L : iir.u u regent naturnllj knows 
his domain well, I lie wizard lias a 100% <. banco 
of viewing the provinces he desires b> He 
can jctv i nr one hour at a time, Up 1« three 
[inits psir day, 

Currngh ot Movement: Although this small 

bo, 1 1 an at i ..ndatc up to lhre« individuals 

oi Lilly eklSS, only a wizard c-iti'i power it. 

By ■ 1 stint; water breu (fling spell upon the 
eurragh, 1 he wizard causes it to submerge, 
Those siiiin^, inside can bre-iUhe wave rand 
fund ion as if under a ftvi cUJiiotJ spell. The 
craft Has- an underwriter movement rate ol IH. 

Qy casting .1 b upon the boat the Wizard 
causes it to risf into the air and at a 

movement rate of 24 (U|. 

Under ci(Jier spell, the boat operates one 
hour for £Visjy three levels of llie -.'aster. For 
efc'ampfe, a 7th-levcl wizard could command the 
CKtedgh of mor^ienJ to irjveJ for up to Lhree 
hours Tlict wizard can cast additional spells, 
upon Lbe bom to prolong the dumb on ot the 
flight or submersion, While traveling the w ly¬ 
in':! is able icast other spells if he so desires, 





Vl'Iii;l|i 1-1; Lravtling hy water or ,j1i, ihe currai’f! 
must lit- steefcd with jl Lirg.fi Wooden peddle, 
rbe wizard cun verbally comm a ml the l nrrngh 
to surface or hind Lit any time. 

I It: twee ri Uses, the wizard c,m c:icl .1 ri:Jiu:o 
^pc;l to shrink I be boat to pjl rn sue 4n 
fi-rEa rjjtf spell returns it 10 its proper sire. 

Elemental Cluilice: An onutc cup oftci made 
of hiimmctcd silver nr bronze and studded 
with urm-s, an clctnenlal is prized ns 

much lor its Vmih and monetary value ,11 for 
the creatures il, ctin summon, 

Unused, the Urn live has four thumb-sized 
one each ol diamond. emerald, ruhv. 
and, sapphire (worth !.0.000 gp each), and 10 
smaller gems (worth 1.000 gp each): amethyst 
aquamarine citrine, j'rtde moonstone. opal 
pearl, peridot, topaz, and tourmaline 

Wlic'-n ,[ wizard fills the chalice ss 1 1 H pure 
water ,i r it 1 firmly depresses one of ibe gems, lhe 
pem vanishes fluid an elemental cn eleitieailnl kir. 
appears. Il willingly serves the Kzslulc 1 ul [he 
Chalitc—ifthar individual is a Lrae wizard—£01 ! 
him plus 2dLU rounds, Inn each round there is s 
5% chance the summone: will Walt hLs concen¬ 
tration and rhe elemental will become free 
willed, Once |.he period of scrritiide luis p.is-svd 
the elemental re turn h to irs plane of Vvisteucv 
Consult the hfr/vSTRTii s M^maal 1 * accessary 
for more in/brmaLion about ele mentals and their 
Ijiih.wior when summoned. 

If the holder oI Ilia chalice cannot wield 
I rue magLC, the elemental , 1 Hacks Until it or 
1 1 1 f fiurlmtuicr is slain. 

Once a gum is used, that type of elemental 
■iMmoi be summoned again Tin :di ili: l- is ren¬ 
dered uunmagical when ,dl ihe gems, hnvu 
been used. 


Gem Elcm citta I 

AmefliysL Sknavit l Itn Ik HD) 

Aquamarine Water Weird 

Citrine bundling 

Diamond Tan I l Elemental (1'2 HH| 

EmcraId Wa 1 v r RfonenLai (V 2 HD) 

fade Ibntpest {10 HD) 

Moonstone Sylph 

Opal Aerial Servant 

Pearl .’N'e: j-c.-fctl 

Peridot Pcch 

Ruby lure Elemental (12 HD) 
Happhi re A i r E I- mv nUd ^ 12 JIL'; 
Tfpaz Eire Smalls' 

Tun ruin Line Sal a mg 11 rl ev 


Evcrfull ( [imptnrFii Case: This pouch, which 
holds an ftvtra-dioientsi&nal space, ls: about 10 
inches across v-Jiun Eying fl-il- Similar to u bug of 
bchWtrag—only having no weight of iLs own and 
no weight limits on it^ cool, nt* Lhe ciise will 
hold up to 1 cubic yard of sped component. El 
keeps all components freslt ilnil ■ 1= them 

at Ihc wizard's req uest. I he pout Ii wil r dupli ulc 
expensive components, such as pearls, up lo a 
\dluc of 1 tK> gold pieces once pei weak, Because 
ii is li magical duplicate mfthc original, am com- 
patient pulled from the pouch must be used 
within Id-1 turns or ii disappears- 

When found, the case may 03 m.iv run con ■ 
lain components from the previous Owner's 
i ISC. Th t Owner is Tree io add n cw com pone nts 
.11. Uliy Lime. 


lugi irinf of Trim.-iing: Ibis simple wooden caiv- 
ing of .in . 11 ' 1 n 1 . 1 l sp-ings ro life v hen a wizard 
casta anv 1 si- through ith l.;-vrl spell onto it, The 
level of spcl) used dcterniiiins die h iSl-vi/e animal 
1 hat appears a nd the period of an ini; ii ion: 

lif-JtvW srpcii—JJ!idinp r horse: \t' 7; VJ V 
14; HD k; hp 2-1: Til ACE? £7; #A'J 2. 

1 'Jnig I (12/ J d2; SZ L. Dura tiem -Id4 hours. 

Smi-h-yei spr 1 .‘—Medium war horse- At 

7; MV IW; (ID 2+2: hp -b; L’HACd IS; 

4AT 2: Drag 1 cffi/ldG: 3Z E. Duration 
lid-l Iioim-s 

■ i rd-Uti v 1 spa if Hi pp o c a mp u a r AC 5: 
MV Sw 24; HD 4; hp 22; THAC0 17; 
“AI I; n?ug 1rl4; 57 H. Duration 2d4 
hoars. 


dfJ'-LCivd i/udi' PegAStisL AC P: MV 24. 
H 4H ID); HD 4 ; h P 32; THACO 17: if AT 
■ii Drug 1 dS/J tl8/ltl3-; SZ L. Duration 

ldd lioifr-, 


3 hc animal fil rut ions .is .1 lull ■■ - 
Or[uLppcd mount for Sis owner 
The inils.i] spell cast to ani- 
ttutte the cars- ing merely 
poweti it: fhc spells 
normal eilccts do 



nol occur, nor 
does 1 l"iL- 
spell 


hz rm 



llu$ figurine though the animal *-nn siiJ'Ict rii.tr- 
mill damage from subsequent spell* ui phySK-iil 
attack?) f'hc mount works tirclossK n 'II its 
duration expire?? at which lime ii ft'MUrws the 
form of a wooden curving The figurine func¬ 
tions once per day, 

Cloves of Do leg n I mill When worn by a 
regent's Eieulenimt, 1 1soft leather gloves 
allow the regeni U- improve his lieutenant's 
ability to complel.e one domain, action 

Before seiuting his lieutenant forth Lo per¬ 
forin an action, the regent pu' 1 , fui ihe glr^ves. 
In doing so. he call imbue i.lu gloves with op 
to 10 Regency Pt■ i■ ■ ■ : <ha*;c points jtc immo¬ 
di ale [y deihii lad frorp his score. 

The lieuteftiinl hag three action rounds in 
ivtisC-ll lo use 7he gloves before the Regency 
Point* erplre. When performing the domain 
. i l-1 imi , Mil: liau tenant iaci spend the regency 
invested in the gloves to ir crafts* his chance of 
success. Once the action hits been performed 
for attempted unsuccessfully)- a,ny unused 
Regency Points iwpira immediately. 

The glows rcviy Sit- used twice a year. 

Hftl of Starlight: I his magical hal looks Like ,s 
t.ih r 1( .ino-r! cone nf dark blue ur black, COV* rad 
with silver ill id gold stftis and moons. Wbrn worn 
bv a wizard utiildgkian, ii grants him in fra vis Lem. 
ro dll' sect. If the spcLlcaSler already possesses 
irtfrft vision, St extends the range by l~ feel, 

A f-jr of starlight usually is decora red with 
2d4 sliver stars. Id4 gold Mars, ld& silver 
moons; aocl 2dH gold moons I he wizard ■ ifi 
pluck 1,he scars and moons oil the hai and ioa.s 
rheio into the atr to release various spell 
effects. Once nsed, the decoration* cannot h-c 
roturned to ihe hat or replaced Tliv l'i: 1 1 con- 
riiuies to grant infravisson after all ihe decora¬ 
tions are used 

Silver star: color jpivry. a* it i jH by* a Ifb- 
I ery I wi zard. 

Gold .star: iczi 11 Etow pattern, ;is il Cii.il bw on 
dth-levcl wizard. 

Silver moon: dancing Ughts 1 as lL cast 

hy a fit h-level wizard. 

Gold moon: j ttf ,r L LZCst. as if cast 
hya bth-lev'd wizard 

Insert of Spell Release; This 

rirvn| figurine, filis-n in the 

form of j butterfly.. Lady- 
bug, oi dragonfly, Cfiities 
to 1 ife in the hands of a 
wizard only. Desiinte 
hut far train fragile. 

Lite crysti'ii Insect 


serves a* a carrier fos wizard spells. 

To use 1 he insect, a wizard simply casts ft spell 
inLu the figurifiy Ithe spell merely an i males the 
creature; it does ii"! have its normal effects or 
K.irm |he fViSen |. ihcn directs Ll to fly yi' - r.svvl to 
a]i intended destination or target within ihe wiz¬ 
ard > line nf sight. J Ite line of si^hc includes 
p];iC«s he can see via a era tul IviM ut * pells. ] he 
insect stores the spell undl it reaches its destina¬ 
tion, then luijses 111* spelb Ihe act oi reh'.i&ing 
the spell ilestmvs cite insect. 

The wizAid may cast only I lie following 
spells into the fig-urine; cmdiftfe gfanwr, cnpitdp, 
nlgrtctiig lights, qrouie hold jMirml. Jigiit. mugre 
ttjiuifc, p?jitjfttts;nii£ force, jfcef? vrofriioaiiMw, 
waJJ of fcg\ ii;?rd. btitutitttx, L-otizimini light 
darkness 15 reefing, cicufness hfif, flaming 
sphere, ftygtli. mJ- fiugrt, giitier-dust, hypnotic 
pdfierti. improved phautajimri -href iivjlariflH. 
icarv shit fi< f Ml eiiiny cioud siihmiin s waffR: 

, kdtvmJii'iiLV, dispel /Srebalf, f u jme envois.-, 

barf- bi'fut iitirson. bekf iighmiuR £>L-Ef. 

iinw. specOn! force, trin+i' r-jJJ 

I destroying, capturiug.ru otherwise interiei- 
ing with the in seel also m leases the wizard's 
Spoil When animated, an in.o'CJ af sjset I jvfcaii: 
looks iikfi a i cal insect ami has I he follfnsing sta- 
ttstica: AC 1; MV IS:, HD I. h P S. HAT 0; SZ S. 

Magician's Hoi ih. i,.jgh any hat ur • isp . an I'e 
crjchanLed iucri ,: ifurgmizm !j hof, I hi u nuspa 
magical item morally ikes ihe form i-f a if I - 
black silk hat. cortical iTtu women) or cyLiodri 
cal hvith a wtdv bl'int (for men) A wivaml nr 
magician who doffs iho cap and ranches into il 
can pull out J colorful illusory animal who wil] 
serve him, obey frig Cm pic command.* fora 
number d Lurm tijUill to the spcDcaKter's level. 

The animal hs(S j oh stance andean cam' small 
•■ihiccti weighing, i ■ | • hi 1 lb- The animal appears 
real in all respedS lo those viewing cL unless \ Ley 
hv ok u( 11 vei-y - lo.-.eh and succeed .i saving 
itlfow vg. spell A successful to! shows-the anl- 
iii; 1 1 ,is ii cIjiti, colorful outline lair does nol 
negate lIic animal'll i-ubsiiUjco lu the summoning 
spell caster or other viewer*. Whan the duration 
of tlie iliusiort expires, the mini a I rfi sa ppe^i r*, 
leaving behind anything k w.is carrying. 

Ihe animal broughl forth, and iti. color, is 
rietermined randomly by rolling on the tables 
hetnw. TIowever, magicians and specialist * in 
Illusion or divination can uimn on particulHL- 
vi ftimaLs of .spcciisc coLjt'i. 

When found, a inJuu-dirTr will have dd 10 
charges. It Cantlui h^ : ;. charged 
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Id 12 

Color 

ldt2 

Animal 

I 

Yellow 

1 

Squirrel 

2 

Green 

2 

Rabbit 

3 

Orange 

3 

Hedgehog 

4 

Purple 

4 

Cat 

5 

mite 

s 

Monkey 

fi 

Charcoal Cray 

i> 

Ferret 

7 

Turquoise 

7 

Pis 

a 

Black 

8 

Woodehnek 

y 

Pink 

q 

Opossum 

10 

Light Blue 

m 

C row 

[ E 

C rimstm 

n 

Heaver 

12 

A.Oil's Nasuxal 

1 2 

Swan 


Mantle nf the MuSetians: A ntapfife of ihe 
\tas£ti&M is ri loose, sleeveless garment, of 
expensive (Material that is typically worn over 
othe r Clothes. One of on I) .t dozen created by 
y Maselian wizard centuries ago, il wilt radiate 
only faintly il magic is detected for. Usable h\ 
w i v:,i. rds only, a ?h an tie's magic is instantly 
known to any wizard who dons it, 

l In- we it ret can command a muMfle of the 
Maxeiidas to l .ii. each of the following spells 
once per day; irbiiperiwg wired, gust of wind, 
and wirtii in'flJI The spells are case as if hv .mi 
Hi 1 1 level wizard. It rhe wizard is in KhillULSi 
Linds, he can will the mantle to „ jsl an extra 
whispering v-'Jid and j.i-i.f of wind each day 


Mantle of the fiasarji: Similar in appearance 
to a MJafltic n.i chi Md&etium-, this rich garment 
it usually found w il.h 5dl0 charge h. A wizard 
" ho dons it Instantly realizes the magic iL ton- 
Liiitis. Bv expend me rhe Appropriate number ol 
charges, the wizard cjn cause the mantle to 
release the following ^ pulls as i! they were ca.sc 
l>y an 8th-level wizard; 

feather fall one charge 

/ly two -charges 

Ervhafe LWO Charges 

/lyuiB mount tlitut: charge*: 


Jil KhitldSi, the wearer of a uiourie of [fie Bascrfi 
can call n.>rlh irom the mantle any one of ihe 
above spelh once per day without expending 
any cha rges- 

Ihc garment usable by wizards only, can he 
iv-Jiiirgt'J Mj ivl i inmujii uf 20 cliat gc*. So rurnz 

Uiao 1 2 ni these I nitrides are known to exist. 


Orb n I Weal her: This ncar-transhicent crystal 
globe looks !.ihe a miniature crystal hall and is 
usually d i splayed atop an ornate stand of 
bronze or gold. An orb o,l ircLiEibrr can drastically 


i.ln nge i lie climate in one province for every 
five experience levels of the wizard. The weather 
lasts for up to ope hour per easier level, (hough 
the caster can choose a shorter duration. The 
number of charges expended nl one li.me deter¬ 
mine.* the type of weather si.marooiied, 

Usable by re gear wizards only, no «rf> will 
have 3dt> charges when found and call not he 
re charged Con suit tire follov, in g for we at h e r 
costs and effects for individuals ,snrl creature?, 
caught unprotected outdoors: 


Wcarher/Fffect Charges 

Blizzard 3 

1 d-4 hp cold damagediDur 
Clem 4 skies ] 

Rerlioves harmful weather and effects 

Dowttpottf 1 1 

Id2 hp diuiiitg&'hciuT from pelting ram 
Gate-force winds .1 

ld-l lip damagy/lioui living impossible 
I tail storm A 

id4 hp dam.ip-. Vhoui 

I lest wave 4 

,'d4 hp heat dmg/hnur temporary lii-1 Con lus^ 
Thick Jog 1 

Vis Utility cut to 2 left; mfravision uaoless 


Quill of Erasing This potent cursed item has 
oniiy a 4G% chance of radiating if a speTlcastet 
detects for magic. Appearing u;S ark ordinary writ¬ 
ing quill ats.d able to ftinCLum as such,, its dc-vay- 
rating power is rile.isb-il i' hen Lone iied by an 
individual carrying spellbodks, drolls, or magical 
writings The quill absorbs the ink tram these 
page.-!, * rasing at n rate i>[ one page Jor every 2 
rounds the person bolds the quill. The quilE has 
no effect : il tl>e Jumper Containing the magical 
writing passes a saving throw vs, acid E| Lhe sav¬ 
ing throw rails, only rcMmw Cwrai; Ora Carefully 
worded with Spell will restore the ■.■.Tiling. 

Quill of I .isTtuiiin.g A wizard who draws a circle 
on a w.il or d. inr Willi this quill con listeri behind 
Il J-H If ho had -iisi tlaiVuU JJiSHCe. Hi a w i/J!U,l pyts 
b;s e;tr against die circle and can clearly hear Aiyj, 
noises in a bO-foot-squarc area beyond the w.ifl 
or door. The effect lasts one turn, plus one 
Him for even- four levels the wizard has 
attained;. A quiff ol" futcurHy typically 
has 4-dfl charges and expends 
Ola fo* i very ciixfe 
drawn. It cAn 
be rediiirg&d, 


71 


Quill of Striking: Upon coiLimand, a wiz¬ 
ard holding this quill can twm.sform it into ;? 
stu,l }' - 1, A 1 * 1 - c i>n 1 1 cfi m m u nd returns i L To 
quill form, in which it operates as a normal 
u rilmu injiU'timerit. 

L. 1 poll discovery, there js a 3D';u chance 
that i iftdM uj" s,’rpfei:H£ will have 5(16 charged 
uri it. E Upending a charge causes the staff Id 
irtflul - ji-n-iills of additional damage when 5i 
hits the vvi/. i rd's opponent. The charge is ilOl 
expended ir’chi. wizard dors-not successfull\ 
strike his foe. Only one charge t an be spent 
per round When 1 lie ■ Iwfies arc gone the 
quill ran not he recharged, though it slid 
re Li in s its ability to function both a.s <1 writing 
instrument and a stuff + 1, 

Scarab of Redirection; Looking like an ornate 
pin or cloak clasp, this magical device allows the 
wizard wearing it to cast ii -Hpe-H Upon another 
that hr onuhl normally cast only upon himself 
Each use ot the Scarab expends ?. charge: sedzeths 
of rediru-crioM typically are found with 5d6 
o h<i rge*s '\s a piece of jewelry, j scarab is woilli 
IIn 3,f?D0 ihdIJymn gold pieces, 

E'.i 1 1 stn an of Calling: Often looking like a 
hand-sized sculp Lure ol a mythical beast, these 

mudi su ii gln.-aftcr 
talismans are u ser] by 
wizards tp call particular 
creatures with monster jymHVjnrreg 
l. II. W IV, V- VI and 1 -Tf spells 
If a wizard hits Hip Talisman on his person 
while casting one of Lbe above spells, he has a 
1 Ij fu chance per level of die caster—to a mau- 
TT mm o-l 60 %—of sumfinonlng .i specific erea- 
lure, For example, a cirhdcvcl wizard who 
casts rtttWMier. sum f and specified 
arts his a 60 % dunce that ores wEll 
appear rather than a random creature.. 

Tray of Diplomacy? I ’sable- by regents 
only, this enchanted silver receptacle speeds 
i-umnuitneatiun lie tween rulers. When one 
regent needs ro contact another, lit places a 
written mesHafic in his tray, speaks the ju me 
of the regent for whom il is destined, and 
gives che command "send ’ The message is 
immediately Lrnnsported to the other 
regent’s tnjy of diplomacy. 
1'hr tray mt&s«Tvs I - uk.Lic-j wI do. 
IS inches long, and 1 inch deep IL 
will Lrani.pi.iTl only non magical 
writing on loo.se sbeel^ of paper. 
A regent can send * message to 
any oLlier regent who has a Tray 
of dtpJtmuiCY, regardless of 


whether they have had poor communication. 

Hecauso bolh r^g^uls must bavr.. n fr.-ty, 
these items are MSrtJetipjys given as gOod-Liitb 
gestures when regerUa .miiinence nepuitaliOLtS 
with potential allies ■ 

VVeh of Spiders; I hi? summoning cloth looks 
like a Mack or dm k gray silk hacjdkerohfef with .i 
spider web emhi oidered m silvei and gold 
ihrend. Eb use the device, -* wizard Lays the c loth 
flat on a piece id none and passes his hniirl over 
it. 1'he device sail ■ forth one tpider l.lvai will 
s:crve Lhe wizard to the best ol il-. ability' tor 
Lid 12 rounds - The spider has a Special ability or 
spell It can use once per Lime summoned; the 
wizard de Leo nines when to use the ability 

Only one dozen webs ot spider? ana believed to 
exist: Lbey r generally li-avt* 4dS charge-, each 
when found Spider statistics can he found in 
the MONSTROUS Mani jAj, jcccssorv. ISoll Ui ran- 
deiJidy determine which type of spider appears 


ld6 

Spider 

Special Ability Of Spell 
Uhh spell, i£ if cast by a 
?th-level wizard 

1 

Hairy 

2 

Largo 

11 re axe speLI. ai if cas-t by 
jin Htlydevcl wlzdivl 

3 

Huge 

DFTuiMhfioK, per ihe poLiou 
direcLcd ilg-lirtP? an 
iMlividufl) 

4 

Gknt 

Mage it vied, per die 
spell, for duraljon oi 
summoning 

5 

Phase 

Suminoiifir can pvr 

the ring, while spider is 
present 

6 

Cjargantuan 

[nflkls niivcimum damage 
every olllsir found 


rin^s of ley 

C enturies ago, an elf regent wizard OTimed 
Licnila Peii created one 'dozen rOay;,s nf 
lev, e.iuli one of a kind, Realizing 
humans were gaming more power ill CnrilLa, he 
fashioned (base :mgs with the intention of giv¬ 
ing LpL.iii Uj Other df sVjftKt#, i j.-tJJin 1,, 

help the elves regain control over more of the 
land's forces and prevent human s from gaining 
too much knowledge of mebhaijdil 

Some of i lie rings remain in The hands of elf 
regents Others have fallen into 1mman posses¬ 
sion SOJnq have been lost a Ski gather. No one 
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liiiyvL'ij Go* certain who holds individual ring;, 

Rfttgji of Uy can be used. by regent wizard? 
only, The tings must attune themselves in their 
weafetS be lure they can be used. 3 process 
rh.il takes Ldl 2 days per ring. An Individ mil 
c.:< 11 ii.m -.veur enure than one mis’ of ley at a 
time, shuii't! anyone ever be so lucky as tn 
obtain two in his lifetime. Those nn^ with 
charges cannot l>o recharged They axe imper¬ 
vious:. to physical and magical dan>ag£; only a 
wish Spell Cun destroy them. 

Ring of Ley Caftitrumicaiiunf This useful 
hand of gold dot let! with liny diamond* and 
emeralds allows the wearer Id communitiite 
telepathic ally with one of his lieu tenants. The 
lieutenant must fre in n province through 
which a ley tine controlled by Mil v. i'/aed 
passes. The ring functions once per dav and 
- ail he used tor up to JO minutes at a rime. 

Ring of I .kv- Delectiom This ring enables irs 
wearier to loaro if 1 ley line has been affected 
bv chc realm spells prmuil [uy line, Jt;. (mp. or 
fey word. Howeveiij the ring CannoL ne-gaLe 
those spells. I his ring is the simplest of those 
made by Liinna. It appears to he a circle nf 
braided, rirv reeds woven togct.be 1 T|v ring 
functions once every three action rounds 

Ring of Ley Discovery: Made of pure gukl. 
this ring is set with pule green pearls ihat rep¬ 
resent charges. Perhaps Mre most exquisite of 
I he rings Licuna designed, i e i believed to 
hear the dt s signature inside iht. baud. 

When the wearer expends ,i charge, a pearl 
disappears, and for the uerf 77 hours (be ring 
directs ita wvanei to die nearest ley line—even 
I: it is an aneiani ley line. Obstacles Such as 
mountains, magical wards, buildings, or even n 
imtsfe Jcy fine realm spell will not prevetlL lhe 
we.ircr irom finding fhc line. When found, this 
ling will b;l>e 3d6 pc iris on it. 

Ring. 4*■ I Ley Extension This powerful ring 
allows a wizard to cast realm spells in any 
province arfiaee«1 n, a province in which one 
of his ley Ii ires term]mites He can cast the 

spell as it a ley line .eCLed the province to 

Id* licvLrbi Joy Jure 

This ring was fashioned of hammered bronze 
and has rinv rosebuds engraved cm die inside 
and out-side of the band. Rumors Say It'was 
Lacuna's wedding hand; some scholars speculate 
chat a .second exists gitep [u I lie el ft spouse 
The nog functinn.s once every 5 if action rounds. 


Ring of Ley E'orging: Made qf platinum and 
set with an emerald, this ring enables its 
Wearer to forge a hook-up to an existing Icy 
line with a u Lorn a tic succt'is and without 
expending an reel ion, Once the hook-lip has: 
been lotgedi, (he wearer must pay normal 
nuiint finance cos Ii. The ring functions three 
times pt-r year. 

King of Ley Life; This band is made ol ham¬ 
mered silver and if, -4ei. with n Ire an shaped 
cmc raid worth mfiir than I 0,fi0f> gp, When 
worn by a regent wizard who controls ley lines, 
this tje.isnred piec-e of jewelry will regenerate as 
manv It it pbfni-s per duy Hfi ibf fegVnl l-. T i- Itfy 
lines—up to a maximum of S (1 points. The 
points are regenerated as Ihe regent loses them. 

Further, the ring will eventually replace lost 
limbs or organs and bring ils wearer back from 
death. When the wearer is restored to full hit 
pp'nts -liter sustaining such an injury, any lusl 
lifftbi or organs Lite Completely restored. If the 
wirail'd i\ killed while wtaring lbe ring, il will 
bdtlg him bftik to.life (with 1 hi( poiiirf lifter 
one i.urn has passed, 0iiK Uil.ii desUruelion Of 
jll living rissuc rhrough flre r acid, or similar 
means will provenL regeneration. 

If chc ring is placed on the tinker of .1 regent 
wizard who is already Heart, no result occurs. 

Ring of Ley Lore; lliis ring, carved from pale 
blue Coral found only in the Sea of Storms, fea¬ 
tures Lhe image of a dolphin flawlessly rendered 
on Lhe hr:ml. A regent wizard who wears Lhis 
ring— an d who knows die location of various Icy 
lines—can use the filing of.Ley Lose to determine 
who controls the lines/The ring Imparts the 
knowledge ss charges sre expended. 

The wearer must he writhin a pruVlrtcc 
through which Ebe line passes for rhe informa¬ 
tion to hr- imparted. Using one charge reveals 
the name of the wizard who controls the ley 
line. Using two charges reveals the relative 
lei el of the stronger source that powers the 
ley lines weak ( 1 -^). mod*rate {3-5.1, or 
strong (ft or liietii^f j. 

When found., this ring v.'tli hifve 6di2 

cha rges. 

Ring of Lev Shielding: I hi 5 
ring, carved from a piece of 
hard, d_j'k '.'.l'l'J j.-. 

to the fjTxivnokonC ioresl In 
Vnsgaarr] is set with a Liny 
tear-shaped diamond. Tin* 
ring makes up tn four pi’ its 
weare r's I e; I i ncx i 11 imuno . a 
to tampering by nvhls, 


— 



Tin' must designate the lines id the 

riiiia apcl, line is forced, thus cfC-LlILug .'a link 
between the line ant! the ring. If 1 K-e regent 
obtains '[he rin,p after beginning bis ley line 
network, be may designate up to two pre¬ 
existing lines. Lines so designated cannot be 
dfioeiivflted r detected ■, awrufered, or (meed by 
i ivals. Further, they UiifiPSOt be borrowed bv 
the wearer of the Ring u| Ley i ! Jf- 

However, it circumiLance-S necessitate su._b 
drastic measures, l he wearer ran sunder his 
own shielded lev Iilies without harm, 

Once created, a link cannot lie broken in 
order to designate a different line. The Jink 
remains until the lipu dissipates, or untii the 
wcittetf d ies 1 . 1 ? lose s possession of the ring. 

Ring of T ey Iran sport] flics rmg is A thick 
band of silver shot through with streaks of -t 
durket, unknown exotic metal. Two black opals 
.ire set into it. J hree times pet week, the ring 
can transport its wearer 10 provinces along his 
fey line network. 

fhe wearer must firsl be in 3 province through 
which one cd kii ley line - | K-es. by visualizing n 
destination, the wearer can use the ring to 
instil tillv teleport to anv other province in the 
network I In': ring will not transport llie wearer 
inside objects 01 Iniil.lings, and always deposits 
the regent safety at gro |i)d level. 

Ring' of L.ey Use: This plairt-looki tig ring, 
in'lieved to be fashioned dI figbriaievnJ [hlond- 
-.11 voi | grants i r .s nearer the power to use 
mol her wizard's Icy line without fiisl ohUIn¬ 
in e ptiimiis^ion. 

The i‘ing allows its wearer Lo realm 
spells through the hoouwed lev line iiod asso- 
cEaled hook-ups a.s if he controlled them, i 'lhc 
rirtg does not give him control ol ■' ley Sine, 
simply the lssc of it. Further, the ring imparts 
to its wearer knowledge of Lhe source levels lie 
bus access to through the ley line, 

If a line has been protected by magical 
means. the ring's wearer suffer'' i-hu ufleets of 
thoie measure', When found, the ring will 
have id 10 charset, It functions. twice per year 

Ring of T.ev Vision: This is ebe most oslcnUl- 
lions of the rdng.1 ii.i ity, a limn re band sd 'With 
a ruby the s.i?e of a grape. liy staring into the 

gVltli-LOSJ-e tiwd. S LULLeitti Blhi^j rm .i • vt of 

land through which one of bis ley lic'i^S runs, 
the wearer can S^e what is transpiring there. 
Regardless ol wea idler or time ol day the 
wearer will illwvs 5C£ the land as clearly as il 
viewed in broad daylight. 

At ,11'iy given point, rbc wearer tan 3*X‘ -in 
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urea 5 JI.5 yindj in r.idi.i.'.. Through verbal coni- 
noiiKk b; can magnify a location or move the 
center ol vision to sec s-urwiHiding land The 
wc-.sner : .i^n scry thremph the i ing oiK6 pq'r day 
to 3 up to ;jn hour, 

Ring of Ley Yitalixationj L his ring comprises 
two intertwined hands—one platinum. ore 
gold I ho w h nrd who wears this ring does hot- 
hare to pity Regency F'oints to maintain up Lo 
four Icy lines. The regent must designate the 
lines at the time aach line us forged, thus creat¬ 
ing a link between the lines .irtcJ i ne ring Once 
created, a link cannot he broken In oi flrr ?<> 
designate different line. The ljnk remains 
until the line is .sundered, the regent dies,, nr 
the wearer loses possession of the ring. 

artifacts of 
deismaar 

M ount Deism aar's destruction 
changed the face of Cerilia forever 
more The iiuniililatiuii ol the old 
gods unleashed powers among the ruling 
classes ujj I he divine essences of i lie gods 
became infused in mo real forms. However, the 
gods,' champions were nol the only recipients 
01 iltvine powers: Some of ihe power vvas 
infused mui the mmintalfi itself. And when 
Dcisma-ar was ohlit-e.nlled, '..hat power scat¬ 
tered across Lhe fact nf Cerdia 

Dersiici' I. DAV-c.s-seeti is ml sh-isb weird that 
re lets Lo ahv of these powered remnants of 
Mount Dc is in a a r. E'liriTe ate '.wo types of 
deissiel known to sc holm s; mebhaighl stone s 
irid srciri'vsjh |_SI HI -s'havl gems. 

mebhtti^hl stones 

I lie natural ebh and flow of mebli.i eld. Idle 
magical energy that permeates tic. iiiia. was 
disrupitd by ihv explosion of Mount Deis- 
maar, At ihe cen.trnl point oJ this destruction 
some of r his- magical energy—enhanced by the 
essence of t i< god-, themselves—was trapped 
inside line di±tt(«g Lumps of molten. Lock. JlieSi. 
rucks were flung far lu.kI wide by I he 
cycling of thy inoimt/iui. and to 
thus day at* rlifrcovered all over the 
continent. Scholars hypothesize 
that some landed in Adana, alsu, 


Mfihll.i igli I situles contain a quantity of 
mehhaigW eqiwl n that found at a source i I ). 
3lie stones are portable and, in most ca^ti. 
mas-be tapped by regent wizards ns if they 
were source s 11 J. 

Once a mcbh.itgh! stone is Slipped LO east a 
realm >pc-El. the stoos losnss irc stored onergy. 
However, ir ihc- .stone is placed near a source 
manifestation for one year. !l ivabsorlis magi¬ 
cal energy and may he- used ag,iin as a source 
! I ),Ther~ is no apparent limit r.o the- humtici 
ol limes a stone may he rc-energised. 

Up to three stones in;iv h« ir-ed joint]v to 
cast a realm .spell requiring a source (3) \'o 
more than three stones mav be tapped Lo cast 
a malm Spell; any additional mcbhaighl ccooen 
used km one spell will simply be drained with 
out tool ribuUng their energy to fuel the spell 

A me bbaighl stone used In conjunction with 
.1 source : an boost the source level by 1; in 
other words, a caste* Lipping a source 32, and 
a mcbhaighl stone may cast ;i realm .spell IJiaI, 
requires a source (3). Like I lie t h re e-s lone 

limit described above, nr.. tin.. stone 

may be added to a source used in .. realm 
spell. Additional mehhaighl stones at the 
source will not be- drained, but thev will not 
add further power. 

Mebhaigbl stones most often take the form of 
smooth, dark, oblong stones about rhe si/e of 
small melons. I heir shape atld texture is purdv 
Hite to the mollen rocky, expulsion through the 
air following cite explosion of MounL Deism aar. 
though other neural wear and Lear over, die ccn- 
ru ies bay smoothed the rucks* further. The 
stones .if smiii'i iroes found with minute green 
crystals t mWdded itl the rock Mebhaighl 
STOiies weigh AnrywheM fium 4 to ''-11 k 

Roughly ilrree dot-en nieblvaghi stones are 
known to exist hoi more probably he .scattered 
lo remote areas ol witdemesi. the Royal l.■,4- 
lego ol Sorcor. in. Afluire ow™ imc the Mat;-an 
and the mysterious female lunge known as t.h.c‘ 
Wizard Hff Rmihx of Lninm: in the 
B i R: 11 me ,Hl ho ted Mil j a re edUbf v 

rumored to possess a 
slone: and aL . ,, 
least three 
rulers in '. 

Khinasi 
l! rl i i n 

"I I 4 I I ll.!?!* 
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\1ehhalghl scones aFG coveted by wizards as 
safe, portahle sources of magical energy. They 
may be used by all erne wizards, even jiOjci- 
regents. The stones e\hibit one diLngeruus Cpi irh 
however, as an unfortunate wizard in centuries 
past discovered: A stone may never Lie pL'iv ed in 
an o.vtradimcnsiunal space such as a fed-g of bold- 
iup. or portafiJr nek. H ibis occurs. I he s turn's 
innate rnagk s destroy the magics oi I lie ftsroidi- 
mcnsional space and the Stone it self will 
explode With the force oi d 2x16 firefcuiJ. She 
stones become unstable when cut off front the 
mebhaighl from which they derive power, 

siclshcyli ferns 

The most fabulous gifts of l>aS.smaar's fall are 
l be *H![sfc<fgJhJtCtt (seel-SHAY-ien)— or "blnod- 
sU«ie»," as l rand.i[ad front the e-Ives' longue 
Legend identifies these stones a* the remn.alili< 
of rock where the ”otLi stood and brought 
their full power to bear against AiMI. These 
large deposits of raw gems were iinbued with 
the power of the gods, iuM .is the gods’ eham- 
plonS were so invested. 1 ike mchhaighl atones, 
Lbe sielsbegh gems were scattered when the 
old gods and the mountain exploded. 

The first to claim anti recognize the powcr 
oi a ssclshegh was Dflryn ThefOS, Prince K;ie- 
renc's chief assassin, Crawling I rum the 
bkslert wreckage of fhe battle .site, he chanced 
to grasp a small, dark crystal that glowed i,n 
response to his touch. Suddenly, he gained 
additional powers ,md slew four of his rctain- 
utr, to claim even more. He fled the scene of 
bat.tle when Kacscnc sought to steal I he stone 
from him. Hven SO, all at the battle site saw lbe 
power of the law pern and fervently sought 
more of gems to enhance their own might 
A n,umheJ of the raw crystalline rocks were 

found While 
many remain 
in raw 
form. cut 


ami polished .sleigheghlien have become' pre¬ 
cious gems with power beyond ihv monetary 
v„i1ue of the gems themselves. Over the cen¬ 
to i': us, rhe sc inns of Ceriliil hive gained some 
knowledge abouL the fiitf-hdieghliem 

color 

liach sLclshcph i s connected to a particular 
bloodline, and thill bloodline is reflected in the 
gem's color. The (stood I in? of Anduitas manifests 
in red rubies; Azmi's power pulses within black 
sapphires: llasai'a's energy lies' in height yellow 
iopaz; Brenna's bloo-iline is embedded m deep 
orange jacinths; Masela's bloodline powers blue 
sapphires; Rovnir'i essence can li« fount! ill 
emeralds; and Vorvmi's power lies Ln dulmoods. 

size 

Scholars classify all known sielshoghliun Into- 
three categories based primarily on sire; 
emperor, prince. Find knight ! largest to small¬ 
est). 'The genfs exact size is ini mate iiaE beyond 
the three: grrivul categories; that ii, two gems 
in l he same category will contain lbe same 
amount of energy regardless ot slight size vari¬ 
ations between (hem 

Emperor gems range bom I to 2 inches in she 
and grant their bearers 10 additional bloodline 
slTeilgrh points. Ccms ot this sett* are often csbo- 
ehon cuts and are used its adommenis on belts, 
bracers, crowns, dams, and Other Large items. Of 
the Jfour known emperor sidsheghJii-'n, two were 
stK in etowns, one is set at the hem! of a staff, 
jisid the fourth was part of an eLiLwjtxS necklace. 

Prince gums ure '.A Lu 1 intli Ln size, rhc.sc 
yews afford 1 heir wearers: extra bloodline 
strength points. Cut in a Variety of sltapcs. 
prince siekbcchUen have appeared in amulets, 
rings, weapon pommels anti hills .md even as 
parts of inlaid murals Over 2fJ prince gems ot 
varied bloodlines have hecn re, order!. 

Knight gems are tiny istoues % to A inch in 
sizj: these give their bearers only 1 additional 
bloodline strength point. However, il one 
hearer came* four knight gems, they coLleu- 
lively produce an effect greater lintn the 
sum of its parti by grunting the 





bearer else power ol one prince gam (5 
points}- I he smaJi^it recorded knighl 
sielsheghlien are rim 4-m^h crown-cut gems 
ill Lhe Spun of Awtmaur. Any attempts to cut 
smaller gems cause the otn-rgy tu dissspace 
There are very few known knight siclshegb- 
iiers, nincc thtsjjr small si‘£e and power cause 
1 hem to be easily '.ivet'h'n'jktxi 

proitnn tt^i 

Siclsheghlicn reveal ihfctr powers only when in 
pttXtimity to someone of their particular blood¬ 
line When within h inches of a st Eooj oJ' the cor- 
rc-ct bloodline, lhe gem or raw stone glows with 
inner' energy. The r[ow lasrs while the scion is 
within ilie speciiicd range Horn inure than 6 
inches away, a scion cannot sense thill, siekhegb- 
lien miv different from normal gems, 

lo the touch .itiit detection of all other 
bkuHllinea blood nbilhits, or spells, Eiekbcgh- 
iien .ire normal gems or uncut rock crystals. 
TliUs, some siclshcgh gems have been used as 
normal gems by folk of oilier bloodlines with 
no inkling oi ihcir true woitIi or power, 

duration 

Although a sifllshegh glows it a scion of the 
same bloodline approaches within ti inches of 
it, the scion gains its benefits only if he 
touches it fm ,u least one round, for 24 hours 
thereafter, the scion gains the added bloodline 
strength points; il the points arc enough lor 
the scion to iuU'ynee on Table fl HlOodiEne 
Ability Acquisition {in the BrRT.-iOi.Hi JRrde- 
book) he gjins a temporary' additional blood 
ability. The added points 'land any cvtr.i .ibili- 
tic-0 are h>*[ if the i-cion does not touch ihe 
sk-Lshegh (or the nrtiiact in which it is set) for 
at least one round every 24 hours. 



known sitdshf'O'h linn 

Only a handful ul Sielsheghlicn were found, 
immediately at the site of Deismaar, Darvn 
Tlieros lied with the only known A>:eai stelshfigh, 
while Wulf Djnig Locind a similar glowing, golden 
crystal of his own. Roelc- and his followers di 
covered nine large raw gsm fragments that- 
would become die- In sielsheghl ien of 
Amluiras. The other known bloodstones 
were crafted from fragments found 
spread across CcrilLa. 

For nearly 

1,000 
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years after Dcdamaai; only 19 sjekheghlien were 
discovered, In the tenkiries since. neariv a 
dozen more gems luive been li'Lu’d. 

No sieliihegh fragment Of gem corresponding 
to the bloodlines of Marcia or ticynir has- been 
recorded: Lite colors and types of gems lifted 
above for th&se goth tire lit* educated guesses of 
schoSdri Legeo.ds .ni 111114 i.l lc i jt faithful locate 
iheir reipeClive sidsheehliion deep in, the murky 
bolton] of the StraiU of Aercic ("That's the 
Seadrake's i me purpose —to guard the aiclshel^i- 
lien of Mascla!" aay old sailors} or embedded in 
die peaks of the Senmisi Mountains-. 

sielshcjh arrilacfs 

Of course, the power of these gems demanded 
(heir use especially in the early days 0.1 i lie 
Aiiuircan trupipcaud the initial rise oi live 
awnsheghlien Many of these artifacts are still 
remembered by sages, and some arc recalled in 
tales find legends of die common folk, Below 
are the artifacts created from the known 
siekbtSghl i«n and notes on dreir current fates. 

Rrenna 's Favor 

This priceless necklace features sL\ sitdshegHLen 
in elaborate silver chain settings. The necklace is 
dominated by an in’ 31 emperor ca ho chon m the 
center tlankcd by Iwu round prince cahoclitvns. 
Four ‘-'-inch oval knight gems surround the 
emperor and lbrm die linking points tn die two 
princes. All of Lbcst geens are jac-iuth intused 
with vhe power (d Brenna's bloodline; ilifiii col¬ 
lective power adds J 5 bloodline Slorength points 
to the wearer. IradltitmaUv, Rnmna'i t-avo 1 was 
worn hv die Countess of Danigau. 

Bteftrro a i arorwas origin,illy a single jacinth 
pendant, an emperor, sielshegli g«m found by 
VVulf Danig at Deismaar Over i he: cen¬ 
turies members M DaiiigflUS ruling 
family fou nd more de I ihegl 11 ion of 
Brcrnia and incorporated them 
into ' lie necklace-. The jewelry 
became known as B-rCTinai 
h ai'nr when the two flank¬ 
ing prince gems were 
added 40 years ago 
Currenl I y 
B?v nMS's 


Favor is missing, believed stolen by Enlhei' the 
Swor d Ei a w k " I" M a s sc n ma re h ct Albrecht 
Graben- I lie pirate-king ol Gral'enhxh 

Bridie I'nd Sjumrs of 

Believed to have been constructed from the 
bloodstone found by Daryn Them*. the Awn- 
In..111r artifacts are a trio of objects nude with 
foilr Ttietah-cghlLC-o oi Azrc i's MncidliniSi a p:ii 
of oniiitc platinum spurt and A horse s bridle 
with matching detail Woi'l on the leather and 
knobs, These herns ware creared approxi¬ 
mately TOO years ago by an unknown wizard in 
Tueghas. While the original name of rhe items 
.ind their creator's narot' ure lost, they gained 
t.lic name "ArairiaUt^ Jtfi elvish word meaning 
“dark horseman." from rlielr most famous 
owner, the uwnijhegh HTimobhe MansSayer 

I 'he Bridie of AwrrtrtJU J holds t w l> p r i lie e 
gem-a that glSuer darkls on the knob-emU of 
the bridle 1 -' bit. The platinum bit - nd I lie gem 
tellings rice carved in the shape of s louds. The 
bliik I- -gather rein,*; on the bridle ire feature¬ 
less, and no one has ever dotermined exact y 
what creature’s fckiil became this supple and 
strong leather. On hs own. the Bridie <! Air?!- 
mjiti grants its horse the .same abilities ,is 
horsesroch of U ifjihyr. 

I'hc Spurs of AtvwJfWUt arc also heavy pinl 
inum pieces shaped and. carved- in the image of 
billowing clouds, with the dotids ending in the 
s h arp spur-poirUs \ black sapphire knight 
sielahcgh is-tset at the ankle of each spur. 'I he 
unique, supple black leathe r, supplement* d b 1 . 
a light platinum chain, straps the spurs onto 
anv human or edf-sized boot The -Sp'^ri of 
AwmUhwr gi^ml their wearer's mouiU I he same 
abilities as fwrtifihoe.T <?/ s,iiccrl. 

fMit'n ii single rider uses both the i’pwr.r and 
Brit/fc o.l Aivtfniciii?. the above powers are active 
during the d.iV| .it night, no mount is. even 
needed. AVlryn ui^Vit falls, rhe items collectively 
con-iare a phtrftfUtti .Ttc-La out of matcrkll drawn 
from the Shadow World. Jhc steed lias nil the 
abilities of one sumnionrd with a pfrassroffl s£l’l'u' 
sp^ll cast Iw a l4th-level wi/nird, though it c.in 
uafiy HO passengers bill the ridei wearing the 
spurs. I'hc phantom riavd vaii be summoned 
uiicc per mghL iiciil lusts for up to 10 hours, 
until die rider dismounts, or until dawn. 

Wr 1 i.cn used together, the spurs arid lniil'-c 
Ctolluelively add b points p( fiJotodlim- siivngLh 
to the user. 

Currently, m> one knows who has these aoi- 
TA cts. Khuobhe hiisi iluL used any of them in wyl 
over a ecotiny. Euirlora .suggest rhaL the bridle 
was stolen from Uls fortress, lower RuiiFTuOch, 
hv agpnls of cilber Inomen or Avanil 


Calamity 

CaJiimtty is ;sn ash qiiclrtcnlojf+L J with .1 number 
ot magical enchantments endowing if wii.li £ir-..ii 
powers. Jn adderiari In its magical properties n 
also serves as tha setting fur two rictshc-ghliteri of 
\urynn s bloudline. The emperor Ltmn-ort di.i- 
intmd at the top of lhe Mail is 3!4 inches across 
and anchored at die lop nf the staff, while 1110 I 
mch cahochon-eut. prince diamond Is set where 
Lhe wicldcr usually grips Gu&nntfy. 

This unique staff is Mwiiys in the possession 
of in 1 enigma tic female known mils- r is Un.- Wiz¬ 
ard. Some Amiirtans claim thal the din.mds 

werc-not always pari of Cdkimmy. Lhonfili no one 
knows where or when ihey were found and cut.. 
El is highly unlikely that the Wizard will be iurth- 
COming with any information 

lhe skill duplicates all the abilities of three 
other magical items: an amu/er uf proof against 
dritL-Uorr mid location; the Hittg nfl.-w Uw; and a 
staff of thunder and i ignoring, In addition to all th.it 
power, the rwo sielsliegidien grant Oaidmh’/s 
owner f 5 hloodllne itrength points (10 and .i 
points, respectively |. 

Emperor's and. State k’tmivrts &f Armirv 
I Til; Empcrora Cram; and S’mtc Crown ofArmin 
are inarguably lhe greatest artifacts ever 1.0 Jiold 
skUheghLcn. All chc gems were round in tew 
lonn within r> miles of Lhe Deismaar battle site 
and swiftly claimed by Rorle and his followers. 
Ihese gems were left rough and imcm for years. 

When Rode began his dream of bringing 
peace to C !erili<i, be had the three largest ruby 
fragmeciLs cut ami polished into file gems oi 
various siwys These helped grant Kotik the 
power to build ike Anuircan Empire. I Joey 1 lie 
empire was established. Rock's gems were \el 
into the PrtjpcTur'i Cro'.v?r of Anuirz-, the- si an 
dard crown oi the ruler on the Iron Throne. 
Additional bloods tunes held by Hoele-s kins¬ 
men were eLU and polished into 11 mogni.fi* 
cent gems UwL were set into a formal crown 
for state occasions, the State 'CmUm of Armirt. 

The greatest legend a bout the power of the 
Crowns involves the Emperor Shame, grandson 
ul Caercuillcn and mtIici of Emperor i Jadrian. 
Shiien.e s predecessor, his twin brother Arlen, 
cartif to the Iron Throne as a child in S7EJ 
H .tel rad Count upon the untimely death of 
their f.U her. Emperor 'lorek. Arlen, always 
. ickly, full US isod died, early m .'-L'J. El 1 I-year* 
old Sluene learned Loo late char his brother had 
died of poisons administered by r li.e deadly 
awu'.liegb assassin Daryn I ii : m*. now known 
as the Diabolyk. At the momeml of Shaene's 
coronation Lhe EHahalyk revealed himseli and 
slaughtered a number al guards. However, liis 


plan of gamins,! lie fmn Throne was Mopped by 
lhe will ot the child-cmpmor. The Sintc Crorui'i 
sielsht'qb gems flared hrighllvShaene drew 
Upon Lheir power and called 0:1 1 he Mood tibiti- 
1 ies rut 1 rage and divine wrath. He commanded 
the Dbtbolyk to leave. Jhc zwitshegll laughed 
Urii.il iL met Shacne's eves and tied for its life. 11 
is said that lhe Dlaholyk thereafter lEmt-i? <mk 
two 1 lungs: the Corgon and his Imperial 
Majesty Shame Rock It of Armine. 

Ac some unknown point during the reign of 
Emperor Hadrian, .1 great crime was commit - 
Led. The siolsbcghl ieo of both crowns were 
sUikii, pried from their settings and replaced 
will- gems that simply glowed with magical 
light. I Imugl- few beyond the Roetu familv and 
the Imperial Chamberlain knew of this Loss, 
some later muttered that Michael's death could 
have been avoided il Lhe Empcjwj Crown had 
Its former puwuj Siu. 1 - nn one in Lhe past six 
centuries has been reported using a ruby 
Sielshegh, Lhe Dosicrcs believe the gtsms were 
Spl 'I up and scattered Unless a sci on of And 11 i ra s 
copses irUu contact svith one of the rubles., rhe 
gLiins may ntvyr Ire. found. Since the gents were 
also eahochnn-c iH for flat suitings, Caiicdhc 
E>crs;cre believes rlml ibe njlii^s may have Eicun 
made into other jewelry blit nut, altered, since the 
rubies were llilV.deSS and few jctycEers would 
re mil iUld risk damaging such perfect gems. 

Boiii crowns still exist, with the take rubies 
in their settings. E'he crowns' testing plate is a 
secret kn own only to Taliedlic 1 1 11 

Imperial Chamberlain hit" Anuire. When u 
rightful ruler Lm r the I run TlnrOnc appears the 
crowns tvill he ready. As for lhe (wo emperor 
and 16 prince sieksheghlien, chi» Oosi^res crni- 
dua a quiet search ro tbis day 

The .Sitjft once bore cm-, 2-inch mvaiI 

emperor gem surrounded by 1’2 Eneh"kiUg round 
prince gems J his m^wn, worn by Uif Emperor 
of Anuirc on im prut j ri.t occasion, s of 
state, granted its wca i'er 70 
bloodline strength |>."i i nl s 
►Ind often a number of 
additional blood 
abilities 

4T > 
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while il wis worn. I he Laipmirj Cm™ iormeriy 
held .1 IStinch oval emperor gem surrounded by 
four L-l-inch oval prince Rema. Thb L'mwn, worn 
dally by the Emperor ufAnuLre, gave its be-nror 
10 additional bloodline strength points. It is 
unlikely that these "tms will ever again all be 
collected in the same place, 

I he £ic!drr 

[be greatest of the known iielsheglllien nn 
Ccrtlia ls the 5 idrbr (SERI -ayr), the “Stone of 
Light "This solid mass of uncut. unpolished 
Uvpav, is apparently the entire mass ol Ras-ius’s 
sielshcgh Though it has a rough surface. :■ is a 
nearly perfect globe of sietshegh .Lfsproxi- 
matcly 1 Loot in diameter. Details about the 
art if act are sketchy and unne from verbal 
accounts over l,[>00 years old. but the Stowe of 
Light apparently holds more power than all the 
sieLsheghi'eii nf Ine Tinpmv j Crown and State 
GVnwtl rnpibincd. 

Tne only remaining physical evidence of the 
Ml Lehr's existence is an ancient, Ilkdiug tapes¬ 
try Ln a tiny temple to A.vuni in the Kh-nasi 
domain of Djaira, The lapestry h.js four Images 
nn it. The ilrsl linage shows Mount Deismaar 
exploding and (browing a yellow rock high 
into the sky. The second renders a Basa^i war¬ 
rior finding the rock in a desert; the warrior 
and rhe rock both glow. The third image shows 
the warrior blasting an army apart with beams 
of fire from bis bund. The final Image depicts 
the glowing yellow orb on the deck ol a Busiilji 
ship heading east, 

Oral tradition among I lie Khinas-l identifies 
the warrior as Aram ibn Malik, a young man 
who cliscovered the Siglehr shortly alter the 
Deismaar cataclysm, With the bloodstone's 
aid, Aram imd liis followers Ithe Iioly Thirty) 
Were able I 0 slay i he entire army ol the great 
oppressor Onutf id-Vuui in lands now claimed 
by Zikala When others tried eo claim '.tie 
SltcJfbr from Awm, he and the £ Inly Thirty fled 
and took a ship to part? unknown. Little else is 
known about the Sielebr save that Avahi's 
Lrit.liful and a few diehard Biiiaia WOt.sbipers 
consider it one of their holiest artifacts, 

In truth, the tabs are accural*. Aram and 
1U of his 30 pious companions were 
scions of Basai'il. They tied the main¬ 
land with i heir families In order to 
Steep the stoned power out ol 
greedy irreverent hands. 

Over the course ot 20 
Years, they built 
monasteries to 
Avani and 
Basai'a in 


the mountains of C.lerllia'a eastern shores; in 
fact, five of them, now long-abandoned, Still 
exist in the domains now known as, Slliriene r 
the Magian's domain, Mcrasai. Yeniiiskiy, and 
Zoloskays. Aram and his followers continued 
their trek mil'll) ward until finally 1 bey put 
LevidlhaH s Ei,each between the Siciehr and 
i Eio-se who would use the bloodstone tor their 
own selfish purposed. 

Within yoe of ine highest mourniiins ranges 
of ilurlhsffH Tnrnva I'emylatin. Ar;trn and hit 
follower bn lit B a said's Seat, an Impregnable 
monastery carved out ol a mountain peak. Its 
central chamber bolds the Stdafct Baaaiia'jl 
Send is reachable only by a single pass that 
remains snowbound and impassable for all bill 
two weeks out ol'evmy year. I he bitter, pow-ei 
ful winds surrounding the peak make it too 
treacherous to approach by any flying crea¬ 
tures less lirtrdv than dragons. Fortunately for 
those who guard the Siclcbr, the .lriilaet iisoii 
helps keep the monastery warm. 

At its most populated, the monastery held 
78 people. It now holds only four sc ton?; Aram 
ibn Malik, Fatima bin Aram (Aram's eldest 
daughter.i, Tuarim ibn Aram (FatirrlJ's fourth 
.son)", and All-art) el-bnrak (the last ot the Holy 
I flirty). All of these sClOHS have the long lilt 
blood ability at greul power: Aram and Alvaro 
both appear to be men in their forties, while 
l-Mi.iioa and I'uarlm. scent it) be in their late and 
early twenties, The youngest of the tour 
guardians is nearly 1,3(H)years old. 

Some Kbinasi believe that a piece ol the 
uSiriebt broke off before Aram discovered it. 
Citizens of Ariya still Speak of ihc "Blinding 
Bracelet of Gcor^ One-Eye," a magical bracelet 
worn by a wizard merchant Of mi\ccL Brecbl 
and Kbinasi blood The bracelet is described as 
A goldon band sc: with a glowing yellow topaz. 
Legend cells thal Georg used Lt to projeti 
light and magical fire, but be and his bracelet 
disappeared in J sudden storm at sOa ovai 
200 years ngn His ship ^ r as last sighted jusi 
outside the- Dai. iron Arm of the Krak-eoiiaurLcbt, 
Given the powers oi the bracelet and rhe 
legends of the .Tic/ctr, some Khinasi believe it 
b.vU.1 a nnglv clup off rlic 5toiU: vf Light. A 
select few go so far is to maintain rhat if that 
chip '.vere found and re uni Led wilh the Szelofit 
Basaia would, come again to Cerilia, Since no 
Living Klun.ni.si know the Tinid rcsfing place ol 
the ic j.s higlilv unlikely lids theory will 

e ver be put CO the Ll-sL- 
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conventional 

spells 

T he following sptlb were developed 
through rtv? ceolurie-S by Ccrilian wiz¬ 
ards and megiuians to address needs 
unique to their world ■ Their dr scrip! ions 
iif'j'hKin' in ibe "Conventjnnal Spalls chaprcr of 
this hook These ipdls fellow 11■ £.- standard 
rules and formal of other AD&D s-pell*, 

first level 

khinasi Trade Tongue 
Know Bloodline Derivation 
know HlHHX.Lline Strength 
Know Cerilian Origin 
SrJhrJtna iSow ^ 

second level 

C.dd tit's Starry Sky 
J 1 ifst Strike 
Mask Blnodline 
Misfortune 
Rttomil 's Tntcki 

third level 

Enhance island Ability 
Erik’s Quills 
JidtiyMls Mow 
Suppress Hloodl Ability 
Zikalan Firefonn 


Birthright 

spell lists 


eighth level 

Magic Drain 

nmill level 

BIao4 Draiff 

* splits jre reversible. 


battle spells 

T hese spells affect entire military unifs, 
They were converted from Conven- 
rional spells by Ccrilian wizards and 
magidan.5 feu use on the battlefield only, 'Ihair 
descriptions, a.s well as details about the use of 
battle spells ilia BlflTHEIGirr campaign, appear 
in the "Battle Magic" chapter of this hunk, 

first level 

Charm Unit 

R.tin of Magic Missiles 




second level 


fourth level 

Identify I igli 1 1 tiierHi 
Improved Armor 
Mimic Liloorl Ability 
Shaefpaete's Shadowy Distinction 

fifth level 


Rolling Fire 
Glittering Shower 

third level 

Flying 'J mops 

Monster Unit bummooing t 
Slow Unit 


Disguise Bloodline 
Facet 

Mass Mounts 

si nth level 

.SidbeljiK Mien 

Suppitss Bboditnic. 

seventh level 

Resist Magic 


four tin level 

Aura of Invulnerability 
Enchanted Weapons 
SiLiooskJiuicd Army 

fifth level 

Animate Army 
Shadow World TiOOps 
Wolf in the Fold 


.mA 





realm spells by 
caster level 


T hu uompJ'ehensivE Jest of wizard realm 
jiptUs includes those spdils originally 
published inthL- BlKTHHIGtn RrfUlfOCi^ 
and new realm spells published for Ihe [riist 
Lime in t lii^ hook. Descriptions of all 
realm spells appear in the ‘"R.ts;iIrn 
Spells'' chapter of (Ids volume. 'Lhe 
following list 1?. organized by the 
required mini mum Lcx^rl of the 
Spell's l' artur. For a list orga¬ 
nised by required minimum 
SOiMV# level, see he low. 

rist-level caster 

Ale he my 

Dispel Rer trri Magic 
Sery 

Subversion 

tm i f j 1/1 / w 

ind~lraeL caster 

Batik Fury 
Coffer Credit. 

Detect Ley Line 
inflame 
Royal Facade 
Trace Ley Line 




Ife 



tL 

'p-V* 


level caster 

Demagogue 
Ley Trap 
Mask Ley I -ins 
Mats Destruction 
Summoning 
Transport 

prb-k'A>d costar 

Gold l''ush 
Protect Source 
Rei'.eul Siie 

yt I Havel coster 

Death Plague 
Feign Destruction 
Fr<hl.ect Lev Line 
Stronghold 
Warding 

(vrfi-level caster 

Def^mion 

7 th -level cuihter 

Legion of Dead 
Ley Ward 
haze 

Hth-level cosier 

Shadow Block 

q th-level caster 

Deactivate Ley Line 
hnhancc Source 



ioth“level castor 

Deplete Mebhuighl 

isth-lrval caster 

Siphon Mebhaighl 
Sunder Ley Line 

i(itli-lovd caster 

Poison fiourct 


realm spells by 
source leuel 

T he following Ms-1 is organized, by the 
required minimum smtrve level needed 
In cast each s-pell Fur n lltt organized 
by required castci level; see above Descrip- 
lifisi.s ol all realm spells appear III the "Realm 
Spells" chapter of this- book. 

source (i) 

l letee i. Ley Line 
i JfSpfc! Re-den Magic 
Feign Destruction 
Pcoteci. Source 
Kegecsl Site 
Scry 

Subversion 
Trace Ley Line 

son ree (s) 

I Lutls Fury 
Coffer Credit 
I Jefeaion 
Ktlhancc St>urcc 
Gold Rush 
[nllame 

Mailc Ley Line 
Royal Facade 

source (}') 

Alchemy 
Demagogue 
Legion of l>i;.id 
Lev I'rap 
Protect I .ey Line 
.Summoning 

sou rce (4) 

Deactivate Ley line 
I ey Ward 
SIuiFl.ti.v Block 

sou rce (|) 

Death Plague 
Deplete Mebhaighl 

Mjsi Dnii t rue tia 11 
Kaz*f 
ion 3 port 
Ward i n e 


source ( 6 ) 

Siphon Mcbhaij^il 
Sunder Ley Line 

source < 7 > 

Poiwn Source 
Stronghold 

using other 
spells and 
magical Items 

N ot all spdlls and usLigiL.ii- items created 
for AD&D game settings are appropri¬ 
ate for UiC in a R]RTTritEClIT campaign. 
IIMk and players need to take care that spells 
and items borrowed or adapted I rum other 
products and sectiogs nre compatible with the 
rules and flavor of the Hjm.i hh.k:h world; 
spells with effects chat eon trad Eel, impnir. or 
arc otherwise incongruous W5lh life in. Ceriiul 
should be occluded 
from the campaign. 

Plawfii may use any spL-U 
from the PJfB in a BtETHEttciKT 
inpuign I though they may want to 
Consider giving spells such as Nyj fid's 
jruiftfLflJ airrd more Corilian-sounding nurtres*}, 
DMs may tiocl free to introduce any ii’iae.icjtl 
item appearing in the DAlG. 

This section lists the spalls and magical 
items from the fame af Xfagii that -lot 
suitable for use in Gorilla. Any spelts or 
items excluded from this list are not rec* 
ommended for the Iti -mmi.H: setting: :li 
always, however, players and DVIs may 
agree to allow (or disallow) a spell or Hern 
lo suit their Dwn campaign. Players and 
DMs cujj use ttrh fist—as well as discus¬ 
sions oi Cerih.-ia magica! atmosphere 
presented in the rest of this book for 
gLije|,iove when deciding whether spelS-, 
and items from other products are 
appropriate Lu the campaign. 


83 


spells 

first lewd 

Conjure Spell Coallponenl 
Fire BursL 
Fist of Stone 
Lasting Bre,nli 

MetitnttfphtKse- Litjllkls 


second lewd 

Insatiable Tlilril 
McisimUlitfii^ Earthen Gr*x|ji 
lh\i.\ lafe 

Protection ftijm P.lfaJyjii'i 
Ride Uie Wind 
SeiiS'K Shifting 


third leu el 

Alac rily 

ALuWy Fundamental Breakdown 
Augmentation 1 
Far Reaching 3 

l .urlovelm'* t (reaping Shadow 
M^virtiiHia n s Stony Grasp 
Minor Malison 

Spirit Armor (may not be cast 
un blooded eharaCi cts) 

SquarLrca.g the Circle 

Watery Double 

Wizard Sigh I (dues not reveal bloodline, 
strength, or abilities) 

fourth jewel 

Dilation 1 

I ? ivi natic■ n Enhancement 

Par Beaching 11 

<'i mater Malison 

~ or 




Jg- 



locuLe [’feature 
Mask of Death 
Mifipr Spell 'J inning 
Mnrdanltai ncn'a Celerity 
thunder Stiff 

[urn Pebble to Boulder (does not affect 
mcbhaiuhl stones of sielsbeghUeni 

fifth lewd 

Far Roudiirtg Til 
Kb add's I J toctirermerrt 

l.ower Resistance (dons null .ildi^L 
the reafrf infcigti? spell) 

Magic S i.al'i 
Mind Fog 
Safeguarding 
Von Gasik's Refusal 

siKth lewd 

Augmentation II 
Dilation II 

Forest's Fiery Constrictor 
Lurlutfehn's Sbadowy Ira os format ion 
(can POt be used In the Shadow World) 

sewenth lewd 

Acid Storm 

Bloodstone's Frightful Joining 
I ntcnsiiv (summoning; 

Malcc-Kcth's Flame Fist 
Shadow-cat (cannot be used in the 
Shadow World) 

Meal Enchantment {does; rtOt iitfect 
tighmacvril. mobhaighl iCotieS. or 
siplsbc-gblicn | 

Suffocate 

eighth lewd 

Ahi-Doliims Horrid Wilting 
A i rboat 

Gunther's Kaleidoscopie Strike 

liinth lewwl 

Cham Cortdogancy 
Eleuienio) Auta 
WajJ of i lie Banshee 





«. V, 
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magical items 

potions ond oils 

Aroma of Dreams 
Curdkd LtealJi 
Murdock's Tailed Ward 
Oil of Preservation 
Starella's Aphrodisiac 

powders 

Powder of Uie Black Veil 
Powder of Co:igul.ltioti 
Powd c r of 11 1 - Here's Hft* ri 
Powder of Magic Detection 


Rio g of AfllictLon 
Wing ol Armoring 
Ring of Bureaucratic Wizardry 
I does OCH ulfect realm spells) 

Ring of Fori-ititde 
Ring of Randomness 
Ring of Resistance 

rods and umruls 

Rod of i ^istorrion 

Wand or ElemenL Transmogrification 
Watui of Misplaced Objects 

miscellaneous 

Air Spores 
Amulet i'I' Extension 
Amulet of Far Reaching 
Amulet of Leadership 
(cannuL be used by regents) 

Amulet of Magic Resistance 

(i)Ot cumulative with mist m^ic spoilt 
Araulel el Metaspcll Influence 
An i ii I el of Perpetual Youth 
Bag of Buries {Use Ondcad Legion War Card 
#8fi from live BlKfKKiCHI licuted set: only 

10% of Hags .ire it i-U se ,} 

Bell's Palette of Identity 
Brwc h of Number N um h i 11 g 
(Blooded characters gain 7 bonus lo save; 
regents gain —4 bonus to saw.) 

Candle of PropctiouR-ness 
Claw of Magic Stealing 
Cnnlruct^ [>f Ncpthae 

Crucible of Melting i tighinaevril is immune) 

CrysLal Parrot 

Disi til eg ration Chamber 

1 lest of Mind Dulling 


Evcrbountiful Soup Kettle 
Fla tboi 

Fur of Warmth {derivation: Vosgaard, rather 
itii-m the Pararlemcntal Plane of Ice I 

* Hun of PeUtlialion 
fjlrss Ol Preserved Words 

* 3 lobe ol Purification 
{I lobe o I .Snnentl-y 

Horn oi Valor (Affected War Card unite gain 
one monk icon of player's choice for id4 
turns: routed units immed Uriels make a 
morale check rather titan first returning to 
th a reserve; enemy unite lose one roomie 
icon of player's choice for ld2 turns; player 
choo.ses square in which horn =s winded— 
horn may he heard one square away; lioro 
may he used once per War t !ard battle. I 
! lourgja.ss of hire ami let 
Jar of Preserving 

Law's. Banner l Functions on one War Card 
Unit Commanded by a lawful PC or NPC: 
player l hooves one icon to add to the card's 
morale icons,) 

Lens of Speed Reading 
Liquid Road 

Lorlovcim's Obsidian Mortar ami Pestle 
(Mcbhaiqhl stores, sidsheghLieu, and 
tlghmaevril gain -i bonus to saves.) 

Manual of 1 >ngmat.ic .Methods 
Me da l.l.io) i of Spell Esehange 
Mirror of Retention 
Minrir of Simple Order 
Mi si Teiil 

Mortlotris Cauldron ol Air 
Mouse Carl 

Necklace: of Memory Enhancement 
Nefoi tibia's Identifier 
Philosopher's Egg (first application onlv'l 
Puri able C anor 


PrisEn ol Light .Splitting 
Puchezmu s Powder of Edable 
Quill ol Law 

RegUr's Gloves of Frcedotu 
Robe ol Repetition 
Saddle of Flying 
Scarab of L'ltcertamsy 
School Cap 
Skie's Locks and Bolts 
Talisman of Memorization 
Tapestry ol Disease Warding 
Teleportation Chamber 
Tenser's Portmanteau of 
Frugally 
Thought Hrcttlc 

Timr Bomb 

Zwann's Watering C a n 


Objects 




conventional 

spells 

The liter of Shadow and its eiffejiJysrtt at Mount 
Dtu'rtftir aland iim wnrid imepnraliEy. PoEeJical 
irlnnd abrEtflcff. a wni kc^b\ iv n —it 
sttmeii tbai iwddcnEy ad the rules hy ^fhiih "n'c 
lived life IntJiT changed Attd It ivtfj tfp to u.> to 
find wayj to meet t hew nr™ eba/[cresses. 

—from the journal ol Oerean the Slone Mage. 

circa. 3! Hiielyn'i Count 

- * - 

first level 

hhi nasi trade toinrue 

f Divmatiun) 

Range: Touch 
Components: V, VE 
Duration: 1 turn/2 levels 
Catting Time: I 
Arfti of Effect: 1 individual 
Saving Throw; None 


I'a vu red by K h ina si -i od 13 i e l hi wizards 
because ol their countries' reliance on trade 
this limited form nf T-'SE 1 aids in dealing effi¬ 
ciently with merchants and peddlers, The 
recipient ul 'Ins .spell can scns-c the amount Ol 
money thill m individual is- v.'ll ling to accept or 
p.!j for a parlk ular irem—regardless ol (lit; 
price verbally quoted by the individual m 
O' liin idfi coins appropriate to the i rj usao 
tion. Tht- re. ipirnt of The vpell can determine- 
prices 'br multiple items (one at a time) until 
the .spell empires. 

When cjisI hy u Evliii'i.asi or tireebt wizard, this 
divir'trHion in even more precise, delumimirng 

■ ■ ir 11■ n Idil appropriate coins tHt .. . (if 

money a trader will Accept of pay, 

'I he material compoiieul of libs spell i.s a 
vi a 1 of snake oil. 

know bloodline 
derivation 

(Divination) 

Range: 30 yards 

Components: £. M 

l >■ i at ton; E nstant ancon s 

Casting Time: 2 

Area of Effect; I individual 

Saving Thru 1 -'-; Negates 

The caster of this spell cap determine the 
bloodline derivation of a Utget individual. The 
target is allowed tt saving throw with the fol- 
lowing modifiers u> i ha die rail I because 
stronger bloodlines are easier to deled): 
minted, +'2\ minor. -0: major, -2; great, -4. 

The material component of this s-pell is a 
collection of trinkets representing different 
bloodlines. iBa-sam is represenhtd by the hawk, 
so a hawk leather Ol flaw would he appropri¬ 
ate. scions of Reynir i. attuned to the wildcr- 
neSj; miffing a pine cone or Jive twig suitable. 





■irkil iootii Phe ..omponent that the 

bloodline disintegrates upon ^.Qtnple- 
1 ion of 1 1 11 - & [it'll 

Nrtt£: N she spell ls east on an unblooded 
character, nnns of the Lntcnia destroy them- 
.selves, rii.-tne is aEso a base 509fc chance (mijini 
for even level ol ibe caster) that a ca in tar I 
bloodline pAs-ses unnoticed, even if the target 
fails his saving ilirmv 

This spell (loss nut Work on inanimate 
objects such a S tie I slwgh gems., 

know? bloodline 
strenu+h 

(Divination 1 

Range: 30 vjjds 

Components: h. M 

Du r.tru m: Ei lsU ntaneous 

Casting Time; 7 

Are* of Fffed.: I individual 

.Saving L'luow: Negates 

rhis spell effects only bkKfrded characters. If 
I he target fails his saving throw, Lhe caster 
learns the relative strength of his bloodline— 
tainted, minor. majOF, or great. Because 
stronger Moodlioea are easier to identify, rha 
target makes his saving throw with t.ho folEow* 
i ng modifiers to the die roll: tainted . -2; 
minor, *0; major, -J-: great. -4. 

The material component is- a small vase ur 
Ui made of malleable met.il [brass, gold, tin. 
etc.) The component collapses. ..is if mu shed 
in a strong hand, when the spell is east. The 
Ciller measures the extent of the cfutnpEirtg to 
determine the relative bloodline ST.i engrh. 

No lei It the spell is cn.-st on an Lioblood&di 
ohiirtHJlep Lhe vase remains pnciijshed, There 
is also a base 5G% chance [minus 596 for evefv 
level ol the caster) that a tain re if bloodllne’a 
Strength cannot be determined, even if I he Lai- 
pet fails his saving throw. 


know cerilian origin 

{Divination) ^ 

Riiuge; Id yards 
C omponenLa: V, S 
Dural.ion; Instantaneous 
CiWliog Time: 1 

Ar*i ol Rfftvl: 1 creature or object 
Vav i 11 g TllrOW; Negates 

When a wizard directs: this spell .i( j ui'eanu^;, 
individual or object, he can determine the area 
of f>rilia fri.E.ru which the Large! originated (or 
whether the targei. d^rivt:* Imm muside Ceriliitf 
This spell can identify the origin of a Cerilian 
item or person to wilhin miUs, wiilt ,i general 
or specific result—that is, A WdCfior botn 20 
miles outside of the City 0t‘ Anuife might be 
identified as hailing from chat city; a weapon 
lurked in the city of IUen might simply he idenri- 
fifcd as originating in the province of riien. 

Ihe Ctlstet may specify whether he wishes to 
IwfU Ihe Actual m'igin u£ ao item or the place in 
which a target Iviv spent the must. time. Thus, 
he may Learn the birthpl&c* of*p individual or 
the place in which he has s|sen( most of his life; 
he may I earn the place where weapon was 
forged or (he site a? which il lay lust for decides. 
Hid Osigitb: of items predating the Mount Deis- 
maar cataclysm cannot be determined- 

In the case of centuries-old items., this spell 
might l>e cast a number of times to determine 
l_he history nl an obicct. Such castings will i irst. 
reveal the place ivhcre the item spenr the most 
LiEne. with subsequent eastings revealing pon- 
gressivch shorter habitats. 

When this spell is cast on an individual, a 
saving throw vj, apeII Lv allowed, on a magi¬ 
cal iLem a saving throw vs. crushing blow 
applies. In cither case, a successful saving 
throw means the caster 
cannot 
determine 
ihe Drift's 

origin. 

■E. i. 
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sid he Hen bow 

(L-L nch a ncrne lit | 

Reversible 

Range: Touch 

Components; V, S. M 

Duration: Li rounds+I round/level 

Casting June: 1 

Area of Effect; l bow 

Saving Throw: None 

When a wizard casts thi.fi spell upon a non mu p- 
ical .short bow, longbow, or crossbow. the 
weapon gains a -i-1 attack horma- The spell 
lakes effect when Line first shot is fired and 
then Easts for the hill spell duration, Ibe first 
shot mu si he fired within 24 hours of casting 
or the enchantment is lost The how's bonus 
ajone does mol unable archers to hit creatures 
that can he attacked by magical weapons only: 
one needs magical arrows to do so, 

hi li Its pie spells can be east upon j singly 
how r to extend the duration of llie ettehanl- 
mtnl. Doing so does not create additional 
attack bonuses or extend the 24-hnur limit. 

The reverse oft his spell, decrepii bow, makes a 
rvjiumagiciil bow suffer .i -1 attack penalty, 

When this apcB is cast, by J bidbalian wizard, 
the target bow may be magical or non niAgiCJ I 
and gains a + l bonus to attacks tired damage, A 
dttPtpii how enchantment east by such a wizard 
cau fies -1 attac k an d damage penal;ins, 

The material component for both versions is 
j i bread from a silkworm. 


f 
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second level 

calder’s starry sky 

(Limitation) 

H.iegt:: ID vard.s 
Components: V b S, M 
Duration: 1 haur/lcvcl 
Casting Time: 2 Lum.s 
Area of Effect: Lft square vards 
Saving Throw: None 

Developed by a Brecht nmgiqlan. this spell 
enables ships Lo £$a D o n cl oudy nights or stum i ■ 
swept days without losing their way, When 
cast, the Spell CJU.fies a display of start- to 
appear approximately H> yards above Uir 
caster’s hviid- The stars arc represent a I b>rt& ol 
die correct positions ol shirs ill die sky, allow¬ 
ing a navigator to steer by this projection. The 
spell can be cast inside a ship's cabin (or inside 
a building if the spell is desired for study or 
decorative effect), projecting die star field on 
the ceiling. The Spell fails on cloudEe.ss. days. 

The material component Ls an unblefilisbed 
silver mirror that the caster must dired sky¬ 
ward during Lhe easting, 

first strike 

i Alteration! 

Range' 0 

Components: V, $, M, 

Duration: ld4 rcmnds+1 rOunxl/level 
Casting T ime: 4 

Area of Effect: L creature,'Level wit hill !0 yards 
Saving Throw: None 

Tills spell causes a number of creatures or 
individuals within 10 yards ol the caster to 
automatically gam initiative in ensuing combat 
rounds. 'The enchant.me-ru does not hasten the 
casting times of spells. 

Individuals under the influence nf a j£rif tttihe 
spell musl remain within 11> yards of the c-iStei; 
iflhev venture outside rhe area, they lose 1 1 1 l- 
effect. Ret-ol fifing the spell radius does 00 1. 
leinstHite the effect cm those individuals. 

It both sides in a battle are ilfctivtl by fmc 
jJrrfet! spalls or an individual is using a weapon 
such as it ihoyt sword of ipdrfcneiA, initiative is 
rollednofnUiHy Unlike a hi-rfr spelL this enidiimt” 
ment does not Jgfi the affected individuals. 

The material component of Lhis spfiH is a 
handful of purified sand, which the caster runs 
ihfOLigli his fingers. 
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mask bloodline 

(Illusion) 

Range; Touch 
Components: V, S 
Duration: 2 turnsAevei 
Casting Time: A 
•■Vvfl of Effect: I creature 
Saving Throw: Negates 

‘ITiis spell is used l>v blooded wizards (or east on 
blooded characters> tu hiile Iht5 derivation and 
Strength of their bloodlines from others, Blood¬ 
lines. hevause of their divine nature. ate gome 
what resisijiii Uj fieLng hidden; the targcl theiv- 
fore iv.iisl roll a saving throw even if lie wants 
the ipeil to work, The bloodline's nfre n-gth adds 
a modifier to Lhe roll as follows: tainted, ?; 
minoi. -0- major. i3r great, +4. 

1/ I he tarter fails the saving throw* the 
bloodline is corn piece! v masked; nothing short 
of it (i mited wish will reveal its derivation or 
strength for the duration of the spell. Ei ^he tar¬ 
get's save succeeds, obvious characteristics of 
the blood line jsuch a* a blood mark or other 
secondary ch*i au; Leris Lie !■ are masked, hut a 
It row bfandlin? JrfpVofinn or Anew h\ood\i>u: 
stretjgL^ spell will succeed normally. 

The largel of the spell cancels the effect U 
lie uses any blood ability during the spell’s 
duration. I his me,mg ifiaL some characters will 
be forced to operate at below their normal 
abilities for the duration of the spell if the;, 
want co keep ilteh bloodlines secret (such as 
characters villi heightened ufiilEfy), 

Note: brsheglt and awnshegh characters arc 
difficuit to affect wii ll Shis Spell, since they almost 
always bear unccmeejl.i bit minks u; Lhcir blood- 
Itnes Ihe DM may wish to increase the modifier 
to their saving throws Of disallow the use of the 
spell altogether unless it is cast in conjunction 
with another powerful illusion ur polymorph spell 

misfortune 

(Alteration) 

Range: 10 yards 
Components: V. S 
Duration: ! u/eek/ltvel 
basting lime; 2 
Area of Effect: L creuLurt: 

Saving'Hi row; Special 


when hunting, fishing, or trapping—activities 
esgpnti.il to the livelihood oi Lhe Rjurik people 
1 he .spell lia.^ since keen used to bring iLK luck 
to people of all races. 

When a wizard successfully cj-sts a misftjp 
™*e spell upon another individual or Creature, 
the targor '5 proficiency checks suffer a l-point 
penalty' for the spelE'i duration. Multiple fftri* 
fomtnc spells can be cast upon .i target, with 
c urn illative result 5 

The target of a ttitjfnrttsne enchainmenl. is 
allowed a saving throw'vs spell with a I 
penult', to the did roll fur every three levels of 
the caster J hus. if a l(Uli-level whfiard east 
mwforirirw, the target would suffer a -3 penalty 
Lu its saving throw. 

The speil(s) may' he negated bv a single 
rf'ni’uve curse or similar spell. 

ruornil’s tracks 

(Alteration i 
Reversible 

Range: Touch 
Components: V, 5. M 
Du ration r I Liutl'IcvcI 
Casting Time: 2 
Area of Effeei: .Special 
5avi ng ' ITi row; S cine 

I hi , ■ ition enables an individual to leave 

in his wake the tracks of a native animal 
infsread Cif his own. thus thwart mg those who 
attempt to track his movements. Those in pur¬ 
suit. cj[i i identify I he true nature of the tracks 
only il they make Successful tracking proL'i- 
Cit!iu’.y cheeks wiLh a -2 penalty. 

h'nr every experience level above 3rd, the 
wizard cap affect one adifLLion.iJ creaLure. 

'Ibus, ,i h-Level wizard could slice t him¬ 

self and two other intlividuals, The spell 
on affect c features up to large size, 
so a wizard could prevent horses or 
other mounts from leaving 
identifiable tracks. 

The reverse of this spell, 

J?rm ord'.' fotr■tprinta. 
causes affected 
individuals 
to leave 


An elderly Rfurlk wizard is said to have cre¬ 
ated this spell to bring ill luck to his enemies. 
He intended his foes to suffer misfortune 


m 



«J ee]i, noticeable fon[prints in their wke 
These I rat Us e-m he fcpriwurt easily by anyone. 

The material tuttlpt.ifie.rlI- of either version in a 
handful o i a.sbe:> sprinkled at llie casters-feet- 

third level 

enhance blood ability 

( Al Itrtpvt tkm: Kyocatin n } 

Range: Touch 

(L'ntnpflrnenfs: V. S, M 

r>i.irill ion; T rounds t 1 round/lcvcl 

Casting lime. '1 

Area of Hffect: 1 creature 

Saving Throw: None 

t his spell enables its largeI Lo tap rl'.^ essence 
of h bloodline directly to temporarily 
Increase tin; pownrofone Mood ability. t he 
castor riuisL Icttow tin: bloodline derivation, 
blood i bill tv, 'Hid ahbliiy power f minor or 
major ■ rn he affected. When the spell is Last, 
i lie l hosefi blood ability improves one power— 
minor (O major. Of major in great—for the 
tltiraidOtt of thfl Spell Blood abilities of maxi¬ 
mum level gain no benefit from the sped, and 
blood abilities rh.it have only one level u! 
power eannpt be enhanced 


Ac ihe end of the spelt's (bn a Lion, the 
blood ,i hi lice returns to nOrttuil The target 
then may not use the previously enhanced 
iilisod ability lor one luffi {he has stretched il 
hevond sis limits), 

The material compOtiOATS are two similar 
objects—one large cuiil nlifi small— represent¬ 
ing rhe bloodline derivation of ihc target, {bee 
the animal affinity blood ability description in 
the Rertneigmt f?nfi:f.i.>ofe for a list of LoLems.l 
the wizard hfeaki the smaller of the two 
( l.i( ei 11 ‘ during the cast Lng of the sspe 11 . 

erik*fe quills 

! Evoca tiofij 

Range; 5 ya nk.levql 
Components: V, S, M 
Dural ion: Instantaneous 
Casting Time 3 
Area of Eilert; 1-2 crea 1 11 res 
Saving Throw: None 

This enchantment allows the caster lo cruise a 
number of magical quilts (resembling porcu¬ 
pine qui.L5.sj to fly from his hands and unerr¬ 
ingly strike .n chosen targcl. The quills reach 
their victim e-ven in melee combat, ftttd [hey 
magically find cllifiks in armor or gaps io 
clothing lo strike successfully 

A wizard can conjure 2cM quills plus one 
quilt for every two experience levels above 5 th: 
tlltl?, a 7th-level caster cun create IZd-l^-l 
quills, The quills caav he directed ;it. no more 
than rwo opponents. 

K.ich quill inflicts 1 point of damage on the 
initial round In the following two rounds, 
victims ate allowed a saving throw vs. spell 
failure indicates a second l.,i nd/or third ) 
round of identical damage. At the end of the 
i mil round, the quills vanish. She cnch.an.L- 
inent is especially effective against spcllcast- 
tni, who cannot cast spells while suffering 
damage from tine quill* ■ 

The material CO-mpouent is a. porcupine quill 

lioeiyn's haw 

(Enchant me-iU \ 

Reversible 

Range: 10 yards 
Components: V. S. M 
Dura lion: I round/Level 
Casting Tliire: H 
A pea or’Effect: 1 bow/level 
buying Throw: Nimu 
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When i tviv.iux'l this spell upon .1 magical 
!,ic nonmagii :l short bow. long how or cross¬ 
bow, th l- bow gains a -f bonus to alUcl.; uprd 
damage ro])s fur ,\ number of rounds equal Lti 
ibe wizard's level. Tbe bonus conferred hv this 
Spell adds to riny magical bomeses lb* bow 
already carries. 

The spell takes * I feet when the flrsl shot is 
fired and then lasts for L-he lull duration. J fit- 
iirsl shot must he e i,j! ttd within, d hours of 1 he 
c iSSl-LTi g- or the enchant men! Ls lost Multiple 
spells can b« cast upon the tun;. with cumula¬ 
tive bonuses. 

1 n cy. reverse of tins .■spell cursed bow, confers 
a I penalty to attack mid damage rolls for a 
number of round h equal mi lit- casLer's level. 

I lia material component is a stone arrowhead. 

suppress blood ability 

l Alteration] 

Ran pie; 10 vards 
C" oilipcKnenis: V. .S, .VI 
Half at ion: 1 sum/leve-l 
f !as( Eng Tiine: 1 round 
Area of Effect : I crcatu re 
S -ivi ng 11 ■ tow ; N egate s 

Sttppmr.v blood ahthfy removes an indrvidiut's 
power to use one blood ability for the duration 
ot the spell The caster must kiifivs both the 
bloodline derivation and blood abilitv of the 
target, as well as the power of the blood abilitv 
in he suppressed (minor, major of great) or 
the sped will fail, Bloodlines .vsomewhat 
resistant to nmipering; therefore saving throws 
receive the fed 1 owing mod ifi *rs i.ia3ed on 
bloodline sirength tainted ,.-3 ; minor, -Qj 
major. + 2 ; great, +4 Multiple eastings can 
aftcci multiple abilities on the same target, 

The material nomponent Ls a small object 
±mm the vlct i in's bloodline totem '| c,i r whisker, 
snake scald, etc ). Relet to the .mv mi. : i! affinity 
blood ability description in the liTari-IHir.HT 
RuJefruoh lor a list of tol 

zihulon fr reform 

I Altei'isliun] 

Ttrsn^fi! "Ion- h 

Components: V, S, M 
Duralioll! L hour.-level 
Casting Time; 3 
Ane.s ol Effect: 1 creature 
Saving Throw- None 


this old uiK-hiiniTTieTiL was created hy a Dikaia n 
court wizard who used it to spy on visiting dig 
nitaries: The s|>l:II enabled the wizard or othcT 
target of his chinju* to hide in -he braziers and 
iire-plsccs of Zik.iln s palace, Lemples and 
other state buildings. 

A character under (he el I eels oi this spell 
Can meld his body u Uli noomngica] lire, The 
file must he w.ibEn =i fr-.t l of the J'Srt/ormrJ 
individual .so be can leap Eli to live blaze. The 
/TnrjumnJ 1 target is then concealed i, I he lliek- 
eting I’lain*$ b( a torch, campfire, fireplace, 01 
other source of nmirtsatis^l lire I he fire must 
be at least the .size of a ton h. 

While in fiirrbrm. the iiidivihln.il ; mi -vt-e .mi; 
he;ir norma Uy: the I lames do notobscur* Fieaf- 
ing cu ■. isisiri, l"ht individual cannot cast spells 
talk, iU-tuel;. or suffer damage I'o ersir 1 ih- fire, 
the l liiLraeter mdv cancel the spell with .1 vle- 
patlite commarnd The character is auromatL- 
eally expelled from ;in 1 .m:i-s at the end of the 
ipeEl h duration or if the lire is completely 
extinguished by any normal tn magical means. 
(The spell does not expire: if 1 Fie blaze merely 
dies down to embers.) The spell is also l au¬ 
to lit: rl il .1 spell such as affect nimnal j'. : rvs m 
^■nnwfftrti^ is : .i.si upon the flames. 

J he recipient of the spell is immune 1 1 e,'i 1 
and damage from norm cl fires w hile moving 
into and out or the sou re* of flame (as well as 
during the spell's effects). A firefiTnned individ¬ 
ual canmal b* discerned from normal flames 
unless a detect magic spell is cast. Ln this event, 
the flames radiate a faint aura of alteration 
magic. A lirtccl Eprvfsi&ility spell will not rave a] 
the /[reftiJWLi individtial 

The mate rial eoi npurtenL is a msxLure of salt, 
sulfur and crushed peppercorns dial Ls inssed 
Lnto the fire some*. 

fourth level 

identify tinkmaouril 

( Divi nn L ion j 

R;i ng* • ] OD yardii 
Components; S. M 
Duration- round/lrvel 

CluLing J-ii.U.-; I 

Area ol Effect .1 cubic yard 

Saving Throw: None 

MewiE.iy tige^nMvfii! allows th* caster 10 distin 
finish dit hloodline-drainmg metal from othei 
meteds Res-atise of the spell'; relatively short 
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duration and bmifed iit-cu- tii *tb'v1. ft is most 
useful for conJirirung whei hei Jfi ill ready- 
located object is indeed forged of h l eusd silver, 
The s-pell causes all tighmaavrU within Lhe 
area u L e I t e c e l O e I ow a hrj gh t b ur gu n tly 
color and Uj pulse in a Daannervisiblcmtv to 
the caster. 31", lor soma reason, the caster 
cannot ie+: ‘ I <ia (igbiiLucvn! affected by the 
spell [because of darkness or interposing 
walls), i<- will, tin metal.s location, but 

not Les shape or size 

The material component, which me its dur¬ 
ing Lhe castings is m bund of copper wire 
ntiipped .imin d a rod of seed. 

imjj roved armor 

( (! on ru ration J 

Kange: Touch 
Components V. .S, M 
Du ration; SpecM 
Casting Time; 3 
Area of Effect: ! creature 
Saving Throw: .None 

Similar to cHl l st-leved rfrmor tfidl, this enehant- 
ment create,-, a faintly glowing magical field ot 
energy around .i lijiget 
individual that serves as il il 
wens field plate mail (AC 2). 
Tht; spell has rm effect on a person 
already mtimed nr a creature with Armor 
Class 2 or belter, but it is cumulative wiLh 
Dexterity bonuses. Jtnppm't!J flmwr docs nnc 
affect a e ream re’s movement or hinder 
spellcifst'ing, and It has no weight 
iTMpmvLo I armor i oenn i ns about the 
indh'ultl.d 11 mil dispelled or until Lhe 
individual suffers damage equal to LO 
points piu3 twit e I.lie casters Level. For 
example, if an Slli-leveS wand cast this 
tpell upon himself, the armor would 
remain intact unlil lie suffered 2 b points of 
daiTHigi 1 1 he armor does not pnSVenl- Urn 
Spell recipient from suite-ring (he damage., 
Lite material component is a cube 
of polished steel. 

mimic blood ability 

I Enchantment} 

Range; 20 yards 
Components^ V, 5 
Duration: 1 round/ 1 1 eve I 
Casting Timer 6 
Area of Effect: 1 creature 
Saving Tbrmv: None 


THipowerful spell allows ! be easier or other 
Wooded character to mimic a scion’s blood abil- 
itv Hie caster must have witnessed the use of 
the chosen hlood ability will'in one day jiei 
|« vt I of experience or have u- : sonal knowledgj; 
of lhe blood ability (for ha* seen i 

used several times ill recanr months, has a per¬ 
sonal friend « Cdll'eague w ith the ability, ele.i 
The target of the spell pJirut Ire .i '"-ion an order 
to imitate the ability. Iml his derivation and 
bloodline strength or*d not match that usually 
required for he mimicked ahdlity. Tints, fl char¬ 
acter with a hknydljne other than Arm is Could 
mimac lhe le-ai ability; a character with fi Motid- 
line strength hjI S could imitate a great ability. 

f5oth the target of the spell and i possessor 
oi lhe blood ability lo be [micated must be 
within 20 yards oS the wivoml ,it the time of 
casting. As pari of Lhe spy'll. I he caster slates 
the name and power (minor, major, or gre^l) 
of the blood ability in a loud, clear voice, 

The recipient gains the use of th* hlood 
ability for the duration of lhe Spell, The char¬ 
acter whpse abllicy was mimicked seinin'! full 
use df the ability; .lie* i J . unaffected by (he spell. 

When the spell ends, rbe recipient com- 
p-Letely loses the blood ability, but any effects 
caused by lhe character's Use of [be ability 
remain. Tor example, il lhe character mimic¬ 
ked the regeneration ability and healed several 
points, of damage, those points would remain 
heid-ed, However, if & elm ViV ler mimicked 
divine? aura Lo influence an unblooded charac¬ 
ter, tbr influence on thut chitneier would wear 
off when die sped duration 'CIS piped. 

Note: hpelts such as crr/jO-rtcc bioed ability 
and binlflii (imtft can affect die mimicked ability 
for the duration of the spell 

shaefpoete’s 
shadowy distinction 

(Divi rui Lion I 

Range; 10 yards 

Component: V 

Duration; i iound/Juvtd 

Cabling Tunc? 5 

Area of Effecl; ■ c ib cubic yards 

Saving Throw: None 

This spell b I'limiircd io have been developed by 
,i wL/iiird of the Zwcilund Islands. .i small domain 
in lhe Evr;ikeiifljLiricht. The spell ryihoicks the 




hnlJling abLlity u\ IhUj the Shadow Wen Id ;m,j 
IQ dutiivpissh, in ,1 j\ir [[<■ L1 kr location, the dlkk 
'tess ot the veil Llust '.^pEirufes that realm Frr>iai 
the real world. I lie spdl does not confer (he 
!) dl lings' ability ro JvhJt l evil, detect undead, 
dvttci mafic. .diti.i./r nuljt, »r dimeruKHi doer 

A mage who uses ihk spd! has a 5 %, plus 
l i: i'. per caster level chides ijf finding a hidden 
port,1 1 to the Shadow Wiirl | (art area where no 
veil exists) These are danp.emic^ places since 
denizens of the .Shadow World, can such 
portals to cross over to (he real world. Under 
Lhe vlTtn I ot ibis spell, i.he cnvler may also 
make such crossing^. 

If .1 wizard finds himself in l he Shadow 
World, he cart use this .spell to find portals 
back to Cetilia. Of course, sine j- time and 
space in the Shadow World are imputed lo be 
ijj lie rent than on CeriJia, the caster may find 
himsdl vomewhere fir somewSen other thitn 
the place or Vine be left. 

fifth level 

disguise bloodline 

(Illiision/Phantas m ) 

Range: Touch 
Components.; V, S 
Duration: i In nvlevd 
Castjnf; nine; I mm 
■Area of Fftect: S. cre.it lire 
Saving r J h row; Special 

This fHJrc-nr illusion allows the spell recipient 
Lohide ihc derivation, strength, and chameter- 
Lstics ot his .ici.lmI bloodline and tempor-mly 
tako on the ch.n-aeferistics {both magical niul 
physical ) of aoolbor bloodline. For esauiple, n 
scion ot Andulra.? could appear tci have 
Hrounn's or even Altai's bloodline, thus 
deceiving altempts to determine his actual 
bloodline Hie tnmsfqrmati-nn is undetectable 
unless someone casts Umiied wkh n: 4 spell ol 
comparable; power on the ttrgel, 

While under the effect of the spell, the 
tcciplentiv4.il uvr OU 3 y blQod .iLi.Jiul-s permit- 
Led by the illusory bloodline. I he blood abil¬ 
ity must have Lite same effect when Used by 
scions ol both ihc actual and illusory blood¬ 
lines Kli c example, a scion of V'nrr nn Jis- 
pui s e d as a scion Li I' Brcnna cou3d use . i s Ler 
appearance, which works Lhe same for scions 



of both hloodJittea, but not enhanced sense, 
which afftrts diffetejlL sen sirs for each blood- 
Hoc, lhe blood ability lunctions at the untr 
Icvtl 0.1 power as ir normally does : regardtesi 
Ol the dluspry bloodline’s strength Targets ol 
dbtpdj.re hiLmdlrw do rtOt gain any blood abili¬ 
ties they do not nor.Ik hnve w f ih their 

actual bloodlines, 

If the spell'fv recipient Lrit-s to use a blood 
ability not perm it led by Illusory bloodline, 
he must succeed in 4 saving [brow vs, spell to 
use his natural blood aJjihty. The die roll Is .sub¬ 
ject to a modifier based Hi ihe illufeofS hlobd- 
liuc's strength: La inter!, ■ 2 : mmor, +0; major, - 2 : 
^reaL. -I tf thfi’ savi ng 1 .1 .■ sir. vi;eils, tbe spell 
endh, 11 it fails, the character cannot access bis 
naLur.L! bloodline and Mood ibililies 

This spell still nol iffect unblooded charac¬ 
ters- Also, sidshegh gems (saa Hu- "U 1 agiU.il 
[terns rlfliJ Artifacts" chapter) nf borh rhe , KtiuJ 
and the iLliSOry bloodlmc'i will not respond In a 
scion linger 1 be r fleets of ibis spell 

•Note: Uiifike jrnfst fdoodhui'. this spelt is 
powerful epciugh ty ntlecL the obvious in,irks 
home by mjmy fcrtlieghjieji and isvnahegbl^ii, 
11 an aiwnshegh with r!-.e PkKMt of A/i.u: Lv 

cast this spell upon hiniSL'll und liisguine his 
bloodline ns that of Brenna, he would look bko 
an ersbeyh of 1.tv, 11 bloodline. Iks hideous oj' 
in hum in t 11.', r e s would take ;>n ji natural 
hcautv-. ,!nd rite !1M would have describe 
him iji> Pfte in niriiplfcteJy djiUrrenl termi.. 
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facet 

(Alteration) 

Range: Touch 

Components: V. M 

Lhiiatiou: Permfinenl 

Casting Finn:: 1 lum 

Area Lit Effect I grin pr item of jeweky 

Savlng Throw; Special 

Fh'lfetoii 1o have been developed by ;s Khiuasi 
wi 7 a rd- inc re ham, this &.pe11 vsm increase she 
value of a gem or pfeee r>i jtiw. liy by removing 
flaws and improving the qual]t^' of the gem. 
When a wizard successfully /utL-f Upon a 
gem or ilen ofjewetrv set with gpmsn L3ie v.i) iw? 
of the gem oi* jewelry doubles Thus, a wi/.i ; i! 
HUcCOSisfu-l ly easting facet cm an emerald vuhlttd 
it 500 tip irhL]eases the gem's value to 1 .fH'H"; 

! he gem or piece to be enl l-iunlad must succeed 
in an iccm Having throw Vi crushing blow. 

it Lhe wizard JmV the Cent Cutting or 

Appraising niuiwenpOP ..ricicncy, the saving 

throw receive a <2 bonus [f this spell is cast 
on lhe i-mu- irem more than once, the saving 
threw receives a - l penalty lor each successive 
taslirtg It-luis die third casting Would receive a 
-2 pen idly, etc,), A gem or piece ol jewelry 
worth more than 23,061) gp cannot be 
enchanted by the fuect spell 

I'he material component iv a jewofer -* pol¬ 
ishing cloth which must he rubbed across the 
gem or jewelry to be enchanted, 


mass mounts 

{(. onjurarinn) 

Range: LI] yards,'level 
Components: V, 5. M 
Duration: 1 hour,'level 
Casting Time: I turn 
Area of Effect: l mount,'level 
Savin p Throw: None 

This enchantment similar to the 1st-level wiz¬ 
ard jpell FTionnf allows flic caster tu conjure ,i 
number of mounts. lhe mounts obey the wizard 
lot riders < l«signci re d hy himi willingly find to 
1 he I test of their abilities When Uio speSI 
e.Vpfaftfs, hu'wvv^r, die 
mounts disilppw.', 
possibly pitching 
any riders and eqi iip ■ 
mcnl Lc< the erouMil- 
One mount is conjured for e-K'li 
level pf the caster's-experience'; Jlh' ex.im pie, a 


1J eh-level wizard can call Id draft horses to 
serve tor 13 hours, i'lic caster can elect ro enn- 
fure feweT :'mimal■? than his limit. All the mounts 
created be -i smglo >pell must be llii' same type 
of AiHirvil and will be of varying natural colors 
unle-ss tin 1 wi?.ird otherwise specifies a color 
I such i 1 * jet'blacle ndmg horses for night travelJ. 
Theumjured mounts do not come with gear. 

Tim wizard can spec it y l In. 1 type ol mounts 
gained by this spell (subject to regional 
.I'.Mil.ibilitvl. choosing from the list below To 
determine the mounts' statistics, consult ike 
MdNETKQt '- MANUAL tome 

Tlie material comptmrm ■., regardless ol 
what type of mounl lh« wizard wants to con¬ 
jure, arc a horseshoe and a tuft of fur, 


Summoned, 

Mount 

Worg 

Pony 

Li “lit Wai 1-iorse 

Ruling Horse 

Hippocampus 

Medium War Horse 

Varsk 

Mule 

Draft H orse 


Full Speed 
tiarrytng Capacity 
100 ibs. 

160 lbs 
170 lbs- 
ISO lbs. 

TOO lbs. 

320 Ibs. 

340 lbs. 

250 lbs. 

260 lbs. 


sixth letfel 

sidhelien mien 

(Enchartlrjic tyi/f lharm) 

Reyersibfe 

Range; 10 yni'rt* 

CopnponePt-s: V. S 
DuiaL ic-tu 2 tli msdevel 
Casting Time; 0 

-Area of Effect: 1 crcature/2 levels 
Saving Throw; Special 

By casting this spell, ihe wizard bestows cet 
Din qualities natural to Sid he ben upon a Lit- 
ciearure nut of mil descent, The recipient 
gains OOfi' resistance to deep and chums spells, 
and is unaffected by agi-ng .liEaeks and normal 
diseases, The target of lhe spell also gains par- 
tldi caiLLuuflrige In a woodland self-jnjji whim 
standing stLSl or moving slowly, he has a !U>% 
chance ol rembiilung undetected. Ii the indi¬ 
vidual moves Liefer ilian a normal w-i Iking 
pace, his chance to remain unseen in 15% 
Though the target gains elven abilities-: kfe 
appearance does not change Nor' docs he 
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squire other divert quahri.es not listed jihoYe 
the number Os individuals a wizard con affect 
wish ibis spell depends On hii level, a Eftb-kvel 
coster can. affect four individu al h , a lOth-level 
caster can affect five cre^l tires, and ho on. 

"I he reverse of this spell, SiJiwUeii discord 
adds i -3 penalty to rhe inrgvL individual's saving 
rlirotvs, vs. charm and deep spells, and prevents 
ItiiiL from moving unseen in woodland sctringFi. If 
the target takes special precautions such as lying 
still in underbrush, he may hide normally m 
woods, When moving, observers £^in a lLi%- 
Chance of sporting lhe spell recipient. 

'ijilbdicK mien has no effect when cast on 
elves. ii‘. reverse, however, does. Elves gain a 
normal saving throw against the ATdibdivrt dii- 
cord version of I he spell. 

suppress bloodline 

(Al terii L Lon) 

Hango: j-0 yards 
t In m pone n ts : V, S. M 
Duration: I liirndevel 
Casting: lime: .5 founds 
Area of Effect; l creuLurr 
Saving' I hjow: Negates 

him Liar Lo the Li id - L s e I spell impprerr blnnj 
utility bur stronger, i'ttpprcrs blnoJTtttc removes 
ai.i individual's power to use all of his blood 
abilities for the durian of the spell. 

The caste r must know the bloodline deriva¬ 
tion of the victim or the spell will fait. HI nod- 
lines are somewh.il resistant to tampering; 
there tore saving I brows receive the following 
modifiers based OH tdoodline strength: tainted;, 
-2; minor., -O; tnajoi', i-2; great, +4. 

The material components are siv small 
objects related to the bloodline's totem Ifefer 
lo the animal affinity blood ability description 
In the KlPTHhiJt .; i TtalfinTcii for a list of totems, 

seventh level 

resist metric 

(Abjuration i 

jRange: Lbiirb 
Components; V, S, M 
Duration; 2 wounds,'level 
Casting 'lime: 7 
Area of Effect: I creature 
Saving Thrown None 


by mean", of this spall, a wLiard temporarily 
ran bestow resisMriv.e to magic em one cnea- 
'ore. The recipient gains 25% resistance to 
true maipe and 50% resistance to lesser magic 
(;i 11 spells in '.he schools of divination and illu¬ 
sion, as: well as all spells of 1st and 2nd Level), 

When a wizard casts this I Upon himself, 
its effect is more potent- The cartler gains 40% 
resistance to true magic .spells <Tnd 65% rests- 
finite to Lesser magic. 

Wliyii [be recipient becomes rhe target OJ a 
spell, he immediately rolls to sec 3f his magic 
resistance repels the spell 11 I ho roll (ails, he is 
Still allowed a normal .saving throw if ipplko- 
Hle. Ry.sw,' umgre has no effect on spelts already 
affecting th-e target at the time it is east. 

The (iVLtiriil components for this spelt flrg a 
piece of sliTng, u block of wood, aod an unlit 
candle. 

eighth level 

inttvic drain 

{ bvcie.'iti on) 

Range: ftQ yntds 
Components; V S, M 
Duration: Permanent 
Casting Time: 4 
Area of Effect: J weapon 
Saving Throw: .Special 

Tbit spell pei man fin i K drains the enchant¬ 
ment from one magical weapon, The casting 
wizard must be within 60 yards of the Target 
item and muii have a clear view of the item. 

Ii the caster holds (he weapon, no saving 
throw is neccessart If the weapon is in the 
possession of Jiioiher individual or creature ; 
the weapon is allowed rt saving throw 
vs. disintegration modified by 
i lie level of the wield-.-i. 

For example, , 
hwu in | would 
normally 
require 
saving throw 
of 1 7 or 

s 



Influx to resist tlie effect; in !he bauds rtf a 
6 th-level fighter. It -would need in t I or better. 

1 he spell's effect is limited to one type or 
magic of no greater than a ■ 5 bonus, Against a 
sweni -J', -Li vj. Jy^Liirrh'aiiv '.. I or example, this 
Spell could negate riLher the r i bonus or ibc 
1 3 boons. A second spell would be required to 
negate both bonuses, 

L ite material Component is a vial that once 
held a magical potion. 

ninth-level 

blood drain 

(NoLromuncy) 

Reversible 

Range-: Louch 
("omponentJi: 5 

Duration: Permanent 
t lasting Time; 4 
Area of Effect; 1 creature 
Saving Throw: Special 

This devastating spell allows a wizard to drain 
bloodline points from a victim and transfer 
[hem co his own bloodline, I he victim ol this 
Spell forfeits Dels points of bloodline strength, 
and I ties e points are permanently transferred! 
to Hi: easier. A wizard may cast • IlE> spelt on a 
victim more (ban once, hue may neVCI reduce 
3 victim lu less than 1 bloodline point. 

[jl addition. Ibc- castor has a chance to drain 
a blood ability front hi,- victim. For every point 
oJ fcdoodlin-e strength drained, there is ,i 1% 
cumulative chance that the easier drains .1 
blrKKl nbtlitv. if this occurs, the DM t hooSes a 
blood ability to be lost, begin m sip wit 11 the 

Iutvestdewl 
blood abilities 
For example, 


if a character with two minor and one major 
blued abilities becomcH the viLtilVi of this spell, 
one random minor ability will be lost. 

[f (be caster is eligible' for [be blood ability 
(Lhj' is, iit. is not restricted by his derivation 
and he does not already possess it) he gains 
the ability. Otherwise, Ihe blood ability is. lost. 

The Uirget is allowed ,\ living throw, which is 
granted a I-point bonus lor each blood ability 
he possesses u?:d is modified according tfl 
bloodline strength (la Luted. —2; minor 1 . -0: 
major, +2; gren!. -4), thus, a character with 
great bloodline and two major blood abihlie.'; 
adds a bonus of +6 14-1- I j m Ins saving throw 
If the victim succeeds in bis saving throw, 
lie suffers no eft-eel of the spell. II ho succeeds 
by more lhan SO poinrs, the spell backfires, 
forcing the caster to make a saving throw with 
chc same modifiers. tf the caster fads. be per¬ 
manently Jlisks LdS points of bloodline 
strength (bis vtct l m doe •* not gain Lh es^ 
puiins), 3 lie caster loses A blond ability Only il 
he now has too many blood abilities. £tSr lii- 
reduced hi nod line Strength according to Table 

12 in the ClGTMKIf'HI HtdeijOHfc. 

In all eases, lost bloodline Strength pointy 
and abilities CUrt be restored through normal 
mcsiis: gahtirtg points through Rl J expendi¬ 
tures. slaying blooded individuals with U ligh- 
LtLauvril weapon or directly through the heart, 
or taming bloodline points to roll on Table 12, 
Note: A victim can Wim (driiy submit to 
this spell |>y forgoing the saving throw. In this 
case, the speT succeeds auloutrtticihy 

The reverse rtf ihts spell , blued restoration, 
altows the c-u(ter to return bloodline points 
stolen through Mood dfain t- 1 l lic-ir original 
owner The spell mi[st be cast wsihin one week 
of absorbing the stolen bloodline points. The 
caster can not “carry" bloodline points irom 
mure than one Individual during ibis time (il Lhv 
u n-.r.ir rt easts this spell on muie tlw.ij one individ¬ 
ual within one weeks time, tht bloodline point;, 
are Lrrcvtrrsit:Iv mingled w ith the caster's) The 
wizard may case blood ftttor&iioft on the same 
individual mure than diet, Ifttood rrrfumfhip ifr 
not cast within the EtllolUd time, ihe caster per¬ 
manently retains the bloodline points 

Before the original owner can get bis points 
back, he must first pass a system shock roll 
When bloodline |viints arc returned to their 
OLLgiiiul owner, lh*i 3ndividaol docs m \ (jain m w 
hlood abilities- If the character Lost a Wood abil¬ 
ity initially, he mtf\ roll a saving throw with the 
modifiers described brave. H he faffe (he saving 
throw, be gtiina one random blood ability ot die 
same level -h.il hf lost (reroll for abilities inac¬ 
cessible U' the character). El he passes the saving 
throw, he dues- not regain a blood abil i Ly. 
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S paced the length my library. I'hc king's folly 

’.Til aid lead US LMi:' U fcftfr ’.iy could PfflrivTlI. of i/ini■ 

f i!?ra all hix other offerers i»vro pertain-. Yes I knew 
that ■’/ be canid Mat be dissuaded i had ;<■ do 
SOWfelKn ^-—prepare none fctnJ uf "sorcery —,:n eivr 
our Suldtars a fighting chotiee, S leaked about !,'- 
rcnuij m desperation, Wbai ccucU l. a Wty 
£ iQn- do 10 turn the ndc of 4 futt-xalc battle? 

My eyes strayed :n otte of my tpellhaakx The 
JWgC (o ivAic-A it was open .teemed to pwrfe ?ne with 
the spell irrjfk-?? ..jw it —magic nupsil#, I neclrb, 
laughed LiJiiLiJ a( ibe absurd image af a sitiglr- 
magic amjTV sailing innyvj a?f c rrfiri; army unit. 
Bui i-hen J tnvils w ned hundreds ol‘ '-hem rarjiipu;; 
from the sky. . . . 


—from the writing of Autlric the Seer 



S ew ml "■pcLIa already known In players do 
allow spalleasters Lu jliecL the ouEcorue id 
z battle helvvseij iwo armies. But nip,si, 


conventional -.pells h,ive Aryim of effect too small 
in tc of much use in n fuEkscile war, and the 
rrtOrHh required to east teolrti nuti-ie renders 
real mi spalls; impractical for dtfett&ivfi purposes. 
LTii.K chapter describes "battle spells," .. Lvpc of 
magic rhai enables wizards and intigiciAns to 
dm* oti ever a limited repertoire of spells to 
become a vital pan of. ?iy military' campaign 

existing 
VJixr ma?ic 

T he COJlvt Jit tonal spells wizards itntl 
magicians currently may use n. battle— 
to H iffect whole units not ji.isi personal 
encounters fm I he battlefield—are SOmeivSiat 
limiting, 1'he War Cards included ho the 
BlGTE-niic.H'l boxed &ct (and accessories! list 
dozens of spells lawful in armed cngajjen tents. 
The foil owing Ll -4 iiieSuttasr.il’ the convent mii»> 
Wizard spells listed on War Cards and thus 
currently approved for use its war map]':. 

t-'ogs: Willi of fag, fen; L-JiUtL-f, ^..ryti! Lorries. solid fog. 

jMlutiimiury terrain. llitfEtfffrrjjtfn- (irrtJj’n. 


battle spells 

Miissmurphsl jVl.j.T.Tmor^.k rt4JiTJt+rimifdfy' ,1 un-vf 
mdii JavId fruity. 1 . 

TruniiibiltatioUs: Transmute itxfe m in«w. r'airv- 
tiull! water to dun. dfg move can?-' 

Walls: tidi'l ufice, wall of/are, mdi.i,'' wall 
af forte i ™Jloftron, wall o f thorya 

Wizard ,'Wtlck Spells: 

ft): Destriiyetl Result) CloudJiifi!. death fog, 
prismatic .spray, IncendSaiy cloud meteor swarm, 
priimolit: wall, pfaAiFMtEc sphere, 

(R: Rout Res'Ll It) .' i r-: h.,.- i.' lightning bolt, fee 
itOmi, JoltC.’j spell, defayiru 1 -!-ui.- r fit?bad, symbol, 
power vroncf -M jj j. povrg? word Hl'l 
IF; Fall Back Result 1 ^hanto^mal foTiH, 
improved phantasmal force speofrnf firree, fear, 
Elfwilon, chaos, permumnl 

Addition a I Naval Wiir Magic: CbuLJi ligi'r- 
ftittg. ifiqriJsiun, CLUuroi weather, disintegrate, 
flume arrow, jiusi ri wind fiypiiefie pattern., 
lower wafer ifW-ts cljortu, Mdf'i ndnute met curs, 
Ofifufee!? free-iijiy '.p.htvrdfrificTW pufrem. wrn 

This ! Lfit offers wizards ft]j.d uiafijoiarLS several 
options for spell .isSsCirtg. However, a creari’.-c 
player and aji iniiTTVAitve DM cjei expand 
this list, making wizard* evou more 
effective ivn the l>autafield. 
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crcatm<7 new 
battle spells 

U sing it he resosrch action during a 

domain l.urti, wizards, and magicians 
Cun create new battle spells by con¬ 
verting existing conventional spells. (For case 
ml reference. ihe word "wizard" has hetEi used 
throughout this section to dcrtOie I mi ll w iv.ard h 
and magicians. Obviously, magicians arc lim¬ 
ited! to batllc spells derived fmm convcxiLicma) 
Spells to which they have access < 

When a spell caster decides to create a new 
baEf.lt spell, he .starts by looking through his 
5 pell book ,\l most any .speli he nJ re H i i i;, k n ows 
lias Lhe potential to become a b Lit lie spell — the 
wizard just has to figure out him Lo dt> T 

For every three level? pf the original spelt 
(round op), i he wizard must spend one month 
(and one ilClioiO fe sea re hing how it might be 
converted into a battle spoil, 1 or example, if < 
wizard wanted to convert ihe Ldtdevcl vpell 
magic wtUsfle into a battle spell, he would have 
in spend one month researching the conver¬ 
sion. If he wanted Lo convert the -Th-levcl 
SpelI monsters he would have us spend 

two months in research. 

After expending the required amount of 
research time, the PC wizard attempts to con¬ 
vert the speh. Tli-tr phiyu’f rolls tdiO; a roll ol 
20 succeeds:. However, the wizard has several 
ways to improve his chant CSC 
* l or every three levels ol experience the wiz¬ 
ard hat pained iron ml down.,, he reduce* 
the required result by 5 point 
-v l-'or every success roll I lie w izard has made 
previously on rbfs Spell (and failed), he 
reduces Lhe re 4 Hired roll by i point 
(Presumably, he bps learned some¬ 
thing from previous attempts.'! 

+ El the wizard L? a specialLs-t 
,nid the spell is from his 
school ol expertise, 
he reduces the required 
roll by l iM>itLd. 


* The wizard can spend RP .1 nd/or GB to 
i n 1 prove his roll, redUCl ng the required 
result hy 1 poinL ior e.ich Rl 3 or GB spent. 

I This an 8th-3evel in/oker researching r;m? 
nf rtiiisiEc jriE.TsiJcs lor lire second lime and 
spending 2 RP to aid hi* attempt receive* ;i 
bonus 1 :>i' 6 12 +I 4 I 1 2 ) points; he therefore 
needs a noil of Id to sneezed. 

If the wizard fails lhe conversion attempt, 
he can undergo another period oi research 
axld 1 ry again or simply ah m 'oil Lhc spell a* 

1 neon vc ruble. 

if the wizard -uu.eeeds hi the conversion 
attempt, he k-'i* a now spell in liis spellbook— 
the balile spell tersLrm of the eonveill Irinal 
spell be had before. He memorizes tic spell in 
the suim- ww. hut lie can cast it only in battle 
situations Tire battle .spell's level is the same 
pg dial of the conventiottijl Spell from which il 
was converted. The caster can memorize it in 
place of a ccmventi-OmiJ spell 

The wizard can. if he eliooaes, assign 1 he 
research to .1 liciilenant and then loam lhe s|ic-ll 
from him . (This course of action might he hcnc- 
Ecial lor high-level apcllt LhaL Would tie up the- 
wizard in research tor many mouths,} lhc lieu¬ 
tenant's own level I not the wizard’s} determines 
any modifier to lhe conversion attempt roll 
.ilijiongh the wizard may spend lit- 1 and GB- oil 
Lite heiireuanl's I chall (an exception to mosL 
Ucurenanl actions). If the lieutenant succt’i*- 
fui!y converts the spell, the wizard mjit Lhun 
spend One a..ti-on learning lhe spell ,-nd roll to 
& ee if Ire learned it correctly. The icqccit must 
roll 10 or higher on a ld20; h* may improve 
his cliiirtces by spending GB and/or R.P 

battle spell 
details 

W ar Card battle-5 arc placed in rounds. 

each round consists of a movement 
phase, an attack phase, and a morale 
phase, The effect of any battle spell occurs 
during the magical attack step of .m attack 
phase, .VI ,1 gi _;j I ulLilIls precede itfk titfser foifita 
of attack (st-ationary missile, charge. melee, 
moving missile) In rhis phase. Fur H100J infor¬ 
mation about Win Card battle'- ami attack 
phasca 1 sue 1 lit- " W.i i' Card a ■: 1 1 iplrer of the 
BhrrttRiGH r 

Buldv spa-tls have the same characteristics 


9H 


and dcl.iih (school, ran pc dur.iliats, Compo¬ 
nents etc.) Us conventional si h ii^. When con¬ 
verting a con yen: ional spell to .1 batl e spell, 
the player ami DM must .-pc:cift these details 
and rules of tiic- spelt's use. 

Magic School: The magic school for .1 but lie 
spell always matches that of ebe cotiv-eiitJonal; 
spell Ironi which il wm converted 1 Tills thy I 1 . 1 l- 
tL l- spell djumi Jj*j? 5 ( and the spell from whit 1 1 ii 
Was converted. chuon pern™, both hclang to rhi* 
£n.ch; 111 1 ment/c harm school ot magic. (If a '.viz¬ 
ard warns 1 li create a brand-new haLUc spell, he 
most fust Create ;i conventional version of it,) 

Etnigei All battle spells, unless improved upon 
"further MndiliejilioosT' below I. have the 
same range- They can he eitsl on unit.'; in the 
*nnie h. 1 L lie field square as the Caster, or in one 
adjacent square. 

Component!!: But lie spells use the same com¬ 
ponents a> tbeii conventional counterpuiiis, but 
always inlajy.e: ipi. ntilies. Material eompnrienXs 
■ ire usually multiplied 10 to iUO ciincs in mam- 
her—ii battle spell based on Mvlf's arid arrow, for 
example Would require oft to 100 darts, dozens 


of rftukn b kuVtft, and mitsi- adders' stomachs. 
As .1 general t i c (with the exception of conven¬ 
tional spells 1 h; 1 1 have expensive components to 
begin with), the components of a battle spell 
cost 1 to 4 Cl Li and weigh between 50 and I Ob 
lbs. As ;i rest ill most wizards who participate in 
battles ride in "spell Wagons" similar to battle 
wagons, onlv instead of carrying war plans, plan¬ 
ning tables, and am.. they Contain spell- 

books. scrolls, and components. 

Verbal and somatic cmnpqnenls -ire some- 
Liirtec multiplied sometimes not If the DM (or 
the player) ihnosys, apprentices or other wiz¬ 
ards may be required for Lite casting of eompli- 
Vulled spells f or example, hold undtad anil 
(co Jive fie .1 £ ro m hold n ?i dc ad | h as v e rba I, 
SOliuU It. and material com pone ius Tile wizard 
costing the spell might need three apprentices 
handy U> spread the garlic ami sulphur over she 
,uva acid One other assistant to yell out cl> i’i_iin 
verbal components while the caster himself per- 
torms the gcsunns necessary. This detiil is 
entirely u p to the DM 1 ml I he pi oyer. 

Duration: J cw battle spells last ir r v long. The 
diirpHlon ol a little spell usually relates to (he 
duration n» I he conventional version of the spell. 


(L note; for dungeon 
masters: battle spells 
and o-ftine balance 

No matter how much time and effort a PC 
wizard spends researchlog a particular spell, 
it becomes tt bactEc spell only when the DM 
approves iL. Mo si DM* will allow their pl.p 
cl :-: m propose an idea tor a futile [u-.lj fiefare 
taking the time out Jo research it. and this 
practice is perfectly"acceptable- trationale 
being that the w iza rd would know which 
spells coil Id and could not be com verted. 

H Owever, some DMs as-i ; y choose to have 
PC wizards research the spell nnd rhtrtj decide 
'whether II is Appropriate or not This liming 
could skirt some arguments around the table, 
but Jt, thin, is ii -1 listie—until the reseaci h i.s 
tinFshed, tCie wizard mighi 101 know whether 
the conversion was possible or not, 

U"r, n ilje rOt grant': initial ipprtiv.il l« □ 
spi^ll, he does so with rlu? mutual undcirstcntl- 
ing between lilmself and cbe pl.jvri' that the 
first few casting- of the sped occur on .1 trial 
hasiv. Wizards know that Initijl use of a new 
spell may yield unexpected results: ihe DM 
meanwhile heeds aft Opportunity to i#:ml [.he 


>pdl in play to ensure that its affect. Joes noL 
jeopardize game balance. If necessary, ihe DM 
may adjust ili« sjpell or prohibit it entirely. In 
cases where a spell must he disallowed em irul v. 
Ihe DM should explain liiat something about 
lilt t 1 ure ol the spell is causing rejiSlimte— 
the njehhnighl simply win -not respond 

A3 mentioned previous!'. most conven¬ 
tional spells listed io (lie THB can he con- 
evfDd into battle -pells. Some h| walls from 1 In- 
Tome nf Mugic accessory also tan be con¬ 
verted: Unit book even contains sp.dls 
designed to work d tiring bn tiles and large 
nitmts (See ihe "Using Other Spells 
and Magical kerns' sect-Fori of this book Lor 
more. guidance In employing ilbnrf of Mugie 
..pell- in a BriiTttRH'! il. campaign.) 

The most ini port a m ingredient to include 
when converting any spell is common a:if!-? 
Battle spells are supposed to be powerful— 
they are 1,1 re, o /ire :m« wizards, and they 
■ ii v magic. However, t.hcv are not suppo-Sfcd to - 
unbalance the game Hie effect of a new Kt:- 

tla spell LU1 gJint hilrittid SliOUSd rLCiL ]jc .III 

issue very often or for very long—it a PC 
comes tip will] an inventive, hut see?pt-fole. 
spell ilia; v ins- -■ecer-ll I'.it lies for his allies. 
word, gcD around. In tuture engage merits, be 
may very well encounter otEier wizards cast¬ 
ing tnr illar in igi: ■, Ircnn be other hide. 
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Usually, the duration is either instajitanoOUis 
■ ■ t rme War i"!.ird round per level i}f I lie 
caster—under nu circumstance'; sellout I Llie 
duration lie longer than the duration of the 
CQnvendonal spell, The chui-ee is 141 to the 
DM and he should use the exi-imples ol new 
battle spells {ace below l as a gui'E^, 

If a &]?ell has a duration ol one Wat Card 
round, its effect a begin during die magical 
attach step oi the allai k phase and hist until 
the start ul Lite neirt round's attack phase. (In 
Other n.vdrds, chey fast through the remaining 
seeps of the current attack phase through the 
current round's morale phase, and through the 
nesL round's movement phase. 1 

Casting Tima: W„l r Card rounds arc actually 
hlirlv long, If the conventional version of a spell 
lectured less ihfru one combat round of casting 
lime, ihen ike battle spell equivalent takes orte 
attac k phase to cast. Cutivertliurtiil Spell casting 
times of one turn or Jess t-OnvefS to ilir^e attack 
phases. Conventional spells L-knt take longer 
chan one tutn to cnsl CAiIrtOt lists idly he let loose 
on the battle lie Id without s|>teiul preparations. 
Again. Hie DM makes the final call. 

A casting time of one attack phase means 
ill ill <h* spell takes effect during the magical 
uUuchalep in which it was cast. A casting time 
ol two attack uluses fiMflns the spell rakes 
effect in the attack phase of | he following 
round, and so on. 

jAtca of Effect: .As a deiardt. ba L Lie spell s ail her 
.iffec. 1 . one target area on the battlefield, Or OJle 
unit t his may he improved I see "Flirt Iwr Modi¬ 
fications," he low} at Lhe DM! discretion. 


battle spells and 
individuals 

When .1 l>atlJ.e spell affects an individual ia 
PC or an NPCi accompanying ;i target 
unit. the spell works as if it weft lhe COrt- 
ventiorull version of the spell. I bus a ram of 
tticciic missifei cast by a 6 th 4 trtwl wi/.ard 
would ^li'ike a Hi accompanying the unit as 
if il were a nOrrflit) rudgie i'kIsmIi? spell: the 
E'C suffers :Jd-1 -H points of damage, while 
the unit sulEVtFS 2 hits 

Spell u uj j. t lci t: Is the only oxuepl mu to 
litis guideline. "Iho effect of a battle spell un 
an individual (and the unit) lasts tls long US 
its battle spell duration Thus, a PC aftcctcd 
by a epaon wui spell would scl as il he w^re 
urtdef the effects of a cj'uijn ucnoj! spell, 
but only lor the bailie vei-sjem's duration. 


Saving Throw; Must battle sprits do nOl ilJSow 
saving throws fur units However, some require 
one—it wo li jd bs h.ndk- fair, £or example, fur a 
charm unit speis to uutumalicallv affect a 11 nil, 
when the ckiirm permit spell doesn't ,i 11 tom at i 
eallv work On an individual. Use the following 
chart lo d-eie; mine saving throws for unit types: 

Lnit liqjc S avinj; Throw 

Lcviet. Irregulars, 

Weak Monsters ( 1-4 flit Dice) 17 

In bin, try. hike use n. Spearmen. 

Merten ary Infantry, 

Av era gc M ousters f 4-S Hi I Dice | 16 

Archers, Artillery, OvaJiy, 

Mercenary Cavalry. Hite 

Infantry', SeoulS, fill Units. 

lough Mousljpt'-' E-lit Dice) lb 

Kniglvls, Dwarf Units 14 

Must units can fit some u h e re into this churl. 
Ndl .ill units will hate the same number ol 
Lroups. while a human or demiInJuiari unit 
comprises 200 individuals, a "unit of tough 
monsters, for example, may consist ol 10 
storm giants. 

The DM may choose to- modify a unit's sav¬ 
ing throw based oil terrain., current morale. Of 
other factors, il a uni I makes its saviny throw, 
the cltccf of live Spell may he negated or ]«.*&*• 
i ned — depending oil fhe description of the 
spell Not all baUle spells allow unit saving 
throws. PCs and NPCs accompanying units 
save individually if the conventional spell 
allow?; a savin-j' throw 

Spc-ll Description; The battle spell desoriji. 
tkra should be similar to the convcrtljoiuil ver¬ 
sion. ,i chipped for use with War Cards f Armor 
C 1 l; s S adjust me ot.s h e e ora e defense rat 1 n g 
adjustments, die roll motiiJier^ become melee 
Ot missile rating muddier*, ;Mld soon) 

Most spells originally intended to affect 
large- areas or numbers of people will continue 
10 do w when converted; spells origin-ill) 
designed to affect one target will, as bailie 
Spells, usually have- a smaller effect spread 
among the entire unit. 
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off The battlefield 

Battle spells iti'ri not i[(tended lor use off the 
battlefield. (.lasting iSern Usually requires a lot 
of time, many composnls, and even assis¬ 
tants—fhctoForc remFeriirg l he ns QI-Suited for 
individual encounters, 

.S', i wli r u happens if an adventuring party 
turns a corner in I he caverns of Haruk-Azhik 
and discovers .1 “unit" of 200 dregs? Or finds 
jfseU in a life-and-dcath struggle u scm with the 
Ksakt n ;.i “lihlI of tough mnnsturs" alt by itself)? 
t -hOi 1 be party's wizards use a bailie >jI IhenT 

lo L'asei like these, the definitions of a "bat¬ 
tle" Mini battlefield are up to the DM. If be 
deems Ihe- nvr of a battle spell appi'opri.ite due 
to the foe's M/.L-, number. or other factor, then 
PCs may cast suck gpdls [the DM will deter- 
minc the number of f.OOibAt rounds needed for 
casting and other detail* jh,it require adjust¬ 
ment), If the DM rule s use of n battle spell 
imippropriate. PCs must win their ligln with 
conventional spells. 

Mosl wizards memorize rmlv conventional 
5pells for day-to-day use, I'haj usually l|rtve 
enough advance notice before a war to memo¬ 
rize battle .spells for when ibey will he needed 

further modifications 

Once a bail h: spell has been created, ihe 
research process need not end there, llv further 
researching a bailie spell. its effectiveness can 
be Improved. The rttseanch time ius the same, one 
month for every ilny^ levels of the spell involved. 
The success number is also the same—a 2(1 on 
ld2b. 1 vi 1 .l 1 modifierii tor RP, CB. and specializa¬ 
tion, Modifiers for levels ut caster experience 
aho apply, bin in (his instance the required roll 
drops 1 point tor cult- level o! experience. 1 low- 
eVr(, instead of rolling to see whether ihe con¬ 
version is successful, the wirard checks his suc¬ 
cess ill templing to modify one aspect of an 
enisling Unde spell. 

For example, ihe range of mbr of mJgfc rmj- 
siTei is one battlefield square. A wizard mighl 
spend one month and some EP 01 GD to Li • n< 
increase the range to two squares With the 
DM'.s approval, lint- improvement can ho made. 

Other aspects i?f the spell inighl he changed 
as well Casting iime can ho shortened (utfu- 


.illy one attack phase .it .1 time to.Fnim m 

ui one attack phase), area of effect expanded 
(1 ho Ugh spells (hM attcci more than three iiidi- 
vklilLiJ. LFiiiiS or three squares at .1 time are nor 
rt’CnMiniondodj, or duration extended. 

For example, a spell caster with, ejicfnafifcd 
Wc?aplifts rilight want to ehsuge the spell from 
giving Ids tiirgct unit +1 melee or +1 missile 
attacks to giving (he unit ■ l on both. That's a 
one-ri n ere men 1 change Changing the spell 

from a +1 on chhe.iiee or missile attacks: to 

a +2 on one or the other would also lie u onti- 
iOL riimenl change. 

Inipi-fiv^inei’iis -I I ways must he made one 
stop at a time For example, the range oJ raht 
of m-ergir idsdlft could not jump from one 
square to three squares in 1 siiigb attempt. 
Any single aspect nf ,1 spell should mil he 
changed by more than three inurements:. 

Orher effects also may he modified. A iviv - 
ard might want lo adjust a spc'l to make It 
oimv effective in naval wart are. or particular 
terrain, or change its area or effect trom indi¬ 
viduals to inanLiiiflte objects For evampSe, ,j 
spell caster could mproye ,s[rijpfsfe?nFi:ct/ uurcty 
for naval use to increase tht- defense m tings of 
bulb the units aboard and the ship itself 

PCs should exercise restraint in the l.otal 
number of changes made, Yes; ,t wizard cifM 
increase ,1 spell's range linve Limes, improve 
the damage tliree inccsments, and expand Lhe 
urea ol effect throe times—hut that really 
pushes Ihe limit, At a certain point, the DM 
has to say "enough" and Lell the wizard he has 
gone as tar ax he catt go. 

sample 
battle spells 

The following battle spells have been con¬ 
vened trum conventional spells already 
known to uv.mi* in |lie BlirniMGIfl 
world. 'Ihey should serve a.*! exam¬ 
ples for players amt DMs who 
wan t to t rc ate t h c ir own bat.t k 
spells. Lack spell Is listed hv 
its ncwnanit. followed by 
i Fie itri rne of ihe t onvq'n- 
noiial spelt from which iL 
was convened, 
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charm unit 

Cta'TTIl PtfWlUZ 

l Enchantmcnt/t harm'i 

Sfit^II I jewel: 1st 
Range: E square 
f’h> 1 11 [n'li'ic] r'l L L ,: V, S. 

1) ,j rj lion. 1 War Card raundA? levels 
Casti ng Time: 1 attack phis? 

Area of Effect? 1 □nil 
Sarin g l hruw; N ega 1e s 

Till spell affects any unit composed prim at IK 1 
of humanoids normally affected by Hie 1*1 
love] bp-elL charm person- The unit receives a 
saving throw to resist the effeql i omplerely. If 
the Link tails, then enough Ot llie individuals in 
the unit laEL under the tailing wizard's control 
that the unit obeys I he cutter's commands 
until the duration elapses. 

! i -.e < aster must he within one bittlclield 
S'.]Li,.i:e of 1 "no unit at all times, or have sume other 
wav to eivc the unit orders. (Verbal or otherwise) 
From a greater distance. I he charmed tlnil will 
obey all com mauds that do not Completely con¬ 
tradict its nature — per live cb>im) person spell. 
Orders contrary 1 Lo its nature (silch as ordering a 
previouslv loyal unit U> attack its allies i ill force 
anal her saving throw at n vd bonus. II the unit 
L;ii!s to save) ir does what the center wishes* 
Orders s>tid' as "withdraw fro.ni Ehe battle ' or 
"move to dull emplv luah seldom cause resis¬ 
tance. The Unit will act in its own interests when 
attacked, defending itself if necessary. 

Nole: Certain unii-. do tint gain this second 
saving throw. For ev imple, cn-orccn a rv units 
fight for pay—no I for loyvi llV- Ihcv might not 
resist attacking ;; former employer. Some mon¬ 
ster units (like goblins J ait u.scd to fighting each 
other and also might not gain a saving tin mt. 

The- wizard milS'l h ive at least three assis- 
Uin.i.s [not necessarily ipi IJcasBersI on hand tor 
this spell 

rain ol ma<m missiles 

Mugic Atfisarfe 
{ Evocation) 

" Spell Lev.eh 1st 

tvltlgr,, 1 -.ij.iaie- 

CosnjMJJUriitf.; V S 
DuraLion; InsrtaaiiitteotiS 
Casting Turn? l iUi.;u I, pliase 
Area of Hftcct; I nn i i 
Saving Throw , Mi Milt 1 


Huh spoil iTtU.las ; p.lii! of ill: :>H ilea arc I rig Irnn 
(he easier^ position and striking enemy units 
mi iht* field: of h.urle. The ram of jntJgif nd.c-ubr 
inflicts I hit. (Hi cm the target unit for even. 
>iv levels pf the caster, 

U the target link K engaged with One or 
11101 rt ollie-i nnits {whether eUemt Of 'lemily l. 
i he < ogaged unit:- split the damage as follows: 

+ Thi target unit takes the first Kit 
+ The engaged unit takes the second hit. If 
more than one unit is engaged with the tar¬ 
get unit, the DM i.indomh determines the 
vici iiti ill i lie second hit 
+ The target takes the thin! hit 
+ the engaged unil takes 'he ronrrh hit, and 
so on. 

The unh'exception (Odhjs method of alternating 
hits occurs when file discing wizard is physically 
within a tinil engaged with dn target. Ln such M 
in Stance, the wizard's uniL will nm siilfei any 
damage from the spell, The c-alter rtb.1V choose 
to deliver fewer hits than his- levrl .dkuvs. 

Tha casting wizard mu^ - ,:l least one 

assistant per barrage id missiles K't other 
words, per hit). 

<>!lttcrinff shower 

GlpfCrJtHE 

[Cynj Ura lio-U/S 11 Mimo n i ng} 

Spell Level; 2nd 
Range: 1 square 
Component!,; V 0, M 
Duration; IfiT 1 Wat Card round.:, 

Casting Time; 1 attack phase 
Area of Effect; 1 square 
Saving Throw; Negates 

A show e r nf gli Me ring gold sparks and dusl 
rains down upon the battlefield; All units in 
the ill lee Leri square must make saving i hi'bvvs 
vs spell or he Miiidid and covered in gulden 
duit lot Id'1 ■+ I War Card rmuruK Affected 
or its take a -4 penak> to all : inire saving 
ilirow r H and lose i point iff tbejh .■ track and 
defense ratings. 

In addition, if a Minded unit is ordered to 
move, the DM rolls IdS, On -t 1-4 rcsulL the 
unit moves, in a rnndomly determined ifirei- 
uolj (1 ■ CorwLU d, = H«=i ty,Ur Ubwtf), Qn 
a -i-6 result, tile lm.ii moves randomly |Lhfe 
DM rolls Id4J and Ukes 1 hit (H) hecauae u 
significant portion il' foice wanders oil in 
wrong dircctEuns (a min ^ ;vn be destroycil in 
this manneri On ■> 7 d result, the unit sn; 
ccssfully moves as ordered 
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The wizard must have at tens! five assistants 
throwing ] CB worth of gi-aimd and gold 
•u - v. cU r ir* the direction of the nn».i lo he diT-cvt-rd. 

rollinof fire 

FJflBfJHg Sphere 
tfcvn cation) 

Sped Level: 2nd 

Ranftc: 1 square 

Components: V, S, M 

Duration: I War Card rourid/3 levels 

Casting Tuner i attack phase 

Area of Effect; I square 

Saving rhrou'i None 

Burning globes of lire roli from the raster's 
position inro a battle squire Beginning on 
the following .hl.il k phase, every unit — 
Irie.ntJl y or not — m the square takes one hit 
(K) .um:I is routed J he caster Itimsdl Can 
stay u. ill ;lxi the area of effect and 
unli.irineiL (as can a few nthcE people of the 
caster's select iw, is long as they star wiii'.iu 
Id feet of the easier) 

The caster ran move the rolling fire balls 
along the battlefield <11 rate of unr square per 
attack plinse -as long as he stavs within one 
square Oi the fire baLls at all limes. OfiCe in 
M-OtCOn. Lbe halls cannot change direction. Die 
halls arc not affected by terrain and do not 
damage fortifications 

The carrier must employ lv.v. assistants who 
spend the duration oi the spell burning sul¬ 
phur and talEnw, .init casting iron powder into 
l he cunllac,r.ttion At leas! .1 GB worth of 
materials goes Info the inis. 

flying Troops 

hiy 

(Alteration) 

Rdfige: 1 square 

{ inntpmierUs; V, S 

Duration: I War Car round/lcvel 

CastingTirtw; I l atlack phase 

Area nf Effect: 1 unit 

Saving Ihrciw: None 

rhl> spell LJiialili.s Uil- lvL iard to bestow Lbe 
power of flight on Ottt military unit for the 
duration of the spell The oniL can move verti¬ 
cally or ho i i v.on I a Ely, but all individual troop s 
must stay with in a reasonable distance- of the 
center of the Spell This is not a problem is'i 
must cases, hut any War Card or other result 


that cause?, .j unit Lr. lull hack |'F) also causes 
one hit (fi) on the unit meaning that enough 
of the force's individuals strayed mil of die .n-,- i 
rtl effect to fall from die sky. Note: I'l is result 
does nuJ occur if the fly mg unit is actually 0:H 
the ground at dtc time the (K) ossnh occurs 

The unit may fly above the battlefield ut .i 
relative range of two com hat squares so ■< 
i.mi.l Lould actually fly above the raritc of mis¬ 
sile lire from the ground,However, the unit 
can r?i i 11 fire down upon units directly below it 
(in li-.ei s.nnv .irra, bui actually below) as a 
moving missile attack, ['he flying unit, ii one 
area or higher above the battlefield, cannot 
lire .ii units it is> not directly over. 

\ Hying 11 rs 5 • that ii at least one square up 
C,in fly over ttn>sl terrain (magical certains 
might cause some problems, bui only if they 
extend up EnJ .0 the air), and a Hying unit at two 
".squares" in elevation can actually pass over, 
or land inside, a fortification. 

The unit's movement rating is unchanged 
Cavalry units affected by the spell move fatter 
than marrbmfi units. 

The material component of the spell is a 
Wing IVcither of any bird—one such tearher 
must, be in ,: ii<~ pus session of each mcttilver of 
The unit to be at heeled for the spell lo succeed 
Ibe. feather can be held or 
in a belt pouch ar any other 
lucafion: loss of the feather 
after the- spell lias lieuri l-isI means 
that individual can no longer lly, 

monster unit 

summoning i 

AfirnTter .SurnmiTi-iifig S 

(i . nnjurati on/b i in im onil ig) 

Spell Level: 3rd 
Range: (special 
fomponifiti; V. .S, VI 
Duration: 2 War Card rounds t 

1 round'd levels 
Casting Tsme: L attack phase 
Arc-a of Effect: 1 square 
Saving Throw: None 

With i liis Spell the caster summons forth 
hundreds h st Indigenous creauiues io 
serve as an organized unit in battle. 

Tin* creature;, occupy one battlefield 
Square and will light at the caster's 
coimnund until the spell's duia- 
Isiiri ends or they are destroyed, 
the cartel must remain within 
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one square of the sumninncd m til ur (tie crea¬ 
tures will disperse on their own , 

the moiMCft rmif has variable char.iererislicii 
(DM's option) b liL usLtL'jly comprises creatures 
L'J ] Hit I >if: or less (tats, .squirrels, goblins, 
otter--:. piranha biLmicuda.. etc.) with l special 
attacks or defenses The time could, however, 
comprise a smaller number of Earner crealLsrvs- 
1 he unit fund ions as a levy and uliimsi 
always has .in mi injunct! movement rating of I 
a melee rating of 2, a defense rat ins of 2. and a 
m is Site rating of 0 To determine the unit’s 
morale and icon, the DM draws a random War 
Card to repreiem the urnc on the battlefield 
On :is first hit., the unit loses 1 point off its 
melee rating, On its second hit. it loses 1 point 
of defence, 

At least tour noowi/,ud assistants (usually 
ft level fighters) are required to lead these 
Lruops. (If the troops arc deslrnyed, ibc assis¬ 
tants-die, loo ) At least 1 Cilwoitli of material 
components are required. 

slow unit 

Situr 

(A U era t km } 

Spell Level: lird 
Range. 1 square. 

Compose ills; V, S. M 

Dll ration: 3 Ward Card rounds + 1 round/!! 
levels 

Casting lime 1 attackplia.se 
Area ot Effect: 1 unit 
Siis i rig Tltrow : Negates 

.S/cwv u mi causes one unit on the baLleltdd to 
move at hall speed. "I"he irnil moves, at half its 
normal movement rating (units wild n rating 
of E move even.' other round) and can a Lack 
only once every other attack phase. This, spell 
counteracts hajjv-Lvpc hank- spelb, 

t he Cisster's "assistants" nussi lob i.irs of 
moLns.i-!-, ill i he target unit for Lire spe I to work. 

aura of 
invulnerability 

.VfiMtrr Globe of ffmiJn^mhifify 
(Abjuration) 

Sped Level: 4th 
Range- 0 

Components! V, S. M 

Duration I War Card r00nd/3 levels 

Casting lime: 1 attack phase 

Area of Effect: I square 

!Sliving Throw: None 


When lIns -poll is east on a battlefield square 
hy a wi?.ard in l.hat square, no 1st-, 2nd-, or 
3rd-]cvcl spells- |oi h.iclle spells derived from 
■spells of those levels) can be Ca.il into i>r out of 
the aura. .Spells c.isi from ifitfid* the a row ..an 
affect individuals or units inside I he area of 
«?licet, but cannot leave the tn(m. Exiting sp-.-ll 
effects that cross into or oi.i| of the urrru {such 
rib troops under thesfaw- uitii spell moving 
through the square) remain in effect — the tfwnn 
merely prevents the casting ol new spelt* 

Fesnnh -level and higher .spells remain unaf¬ 
fected by this abjuration, as they are in the 
conventional version of ibis, spell, 

The taster must have at least four .is sis- 
Eanfs nil either magicians or wizards — who 
shatter identical crystal globes at. rho borders 
of i he area of effect simultaneously i he 
globes lire: li j such high workmanship that t.hcv 
cost a total ol 4 GB to produce. 

Once the spell is cast, lire wizard can leave 
and re-enter the a urn wilhout disrupting 
the spell. 

enchanted weapons 

fifuriiLiMrt’d Wcu-lo: 

(K ncbrlPtcnenL) 

Spell Level. 4th 
Range: it 

OompCinenEs ; V, S, M 
Duration: 7 Win Curt! rounds/level 
Casting 'lime; 3 LiLL.uk phases 
Area li I Effect: 1 unit's weapons 
Saving Hi row: None 

The uwapons borne by a single unit are tem- 
poratilv etieharKed into magical weapons. Jhe 
unit receives a i | bonus on either Its melee or 
missile ralipg (not both I Lor the duration of 
the spell. 1. dll ike the conventional version of 
this spell fiichdtiled nvdpcin, Lhe etlect is not 
djspelk-i who!) I he unit successfully lues a tar¬ 
get. 1 his .spell may be made permanent 

The caster must stand among the Unit upon 
which he is easting this spall. The Unit can be 
engaged in fighting, hut cannot move li'p.cr '1 the 
square iluting the casting; the cisrer eain'iol suf¬ 
fer any damage during the ciisting time, <>r (he 
spell is lost. 

3 Ire mart;11,11 cLuupimenls 
of this sped are a 
pinch ul powdered 
li me and 5 lbs. of 
charcoal that must 
be burned during the 
casting of the spell 


stoneslrinned a rmy 

tft 

(Al Lerati on) 

.Sjvell I .evci: -ttJi 
Kjb njjgc: l.) 

Components: V 5, M 
Duration: Social 
( asking l ime: 1 attack phase 
Area ot Effect: i square 
Saving Throw; NmHJ 

E l.be unit upon which this spell i'. efoit receives 
a magical armor boons, Tl ignore? cine succcsi¬ 
tu l hfe (R or H> for <?Xtry tour level*; (round 
down) of the easier 1 ■ For example, if a 13 th- 
Icvel vizard ca:-!v .■.(uHe^rtned army on a unit. 
chaL unit wiU tgUOPS (hi/eu 'nits. The spell docs 
not work agaiiuH mugfeal attaeks or attacks by 
11 mi It with magical weapons (such liS a Upit 
n ndaj- the effect ot the c n-c h itn£fj wupojfj 
spell) It ha.s Lin effect on morale failures cm 
rm-hit. results—though if the unit ignores hits 
caused by au (R) result, the unit sines nor rout. 

ITll caster must be in Ore same square as the 
nrjrl when the spell k err-; 1, and his assistants (at 
least six nOnSpelicaiSters are required) musL 
pass through the uml., sprinkling granite: flakes 
.inci diamond dust on each Iroop, (The flakes 
and dust should be worth a total of 2 GE.i The 
spell cannot l>e cat.!, on engaged units. 





(animate army 

Am'mate Dead 
I Necromancy) 

Spell Level 5th 
Range: 1 s quart 1 
Components; V, S, .VI 
Duration; T.cnglh of battle 
Casting Time: 3 Mfack phases 
.Area of Effect: E unit 
Saving 11 now: None 

This gracsumM -.pin 11 allows a wizard U.j revive a 
destrowiJ (inIt and send u hack into action 
Under the wizard's control. Thu wizard must 
stand within one square of Lhe destroyed unit 
ivbei,i ..listing the spell, but need not be near hi* 
urtdead ereations while they fight for hi* cause 
Tin? revived unit comfcS complete with 
weapons, armor ,md miy other equipniefil the 
troops had wlifcsi hay died (assuming I hey 
have not already been looted) The nmfead 
obey the cister without question, even if they 
were on the Ollier side of the battle previously, 
The tinii bris the same characteristics ns it did 
in life (use the same War Card),. with the fol¬ 
lowing modifications: 

+ The tl [tit ignores a;i F and i f tc-cllIIs except 
those caused, by magical attacks 
! he unit’s defense rasing is increased by I 
* 1 In- li nil's charge rating Is. reduced by 2; if 
reduced to 0 or lower I he unit ca nnot charge. 
ITic unit has Lhe uior.ife symbols o’ l\u- 
"Undead l.egion" War C,i I'd (card 11 Sd in 
I hi basic set}. 

When the battle ends the unit sinks to the 
ground, its energy- gone- The troops will the 11 
dtieomporfo quickly, making ir impossible Lo 
Cnisl t his s-pcll on the same unit twice, li Lhr Unit 
is destroyed in battle, it CniniJOf he raised again 
This spell fe usunlh considered evil in 
nature, and only evil wizards will provide Lhe 
blood and hone chips i equired to Cast the 
spell On occasion, however, good wizards 
have cast Lhe ^pell on loyal iroops killed in the 
defense of their limnelandii. 
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shadow troops 

■Ste-I-Jen* A 3 mutter.- 
i IllugEbn/Phiijitasni I 

^pell Level: ^th 
li-mge: [ square 
{"ortiponents V, S 

Pur i lium L W-ur ( . =. I mi,md/2 levels 
{.testing Time; 1 attack phase 
Are:) ol Effect: L sqiuirt?- 
Saving I brow; Special 

Tapping into the power i -i the Shadow World 
the wiAirtl or magician l\i ling this spcl3 con- 
jLifes i r tfible monster. 1 ; to cflJlte kirthand do 
ban.te np) the world of t terilLL—or that's what it 
lock 5 : lift. In real itv, the ii.iJim troops arc 
almost 1 1 ways ill us Lons INcl; below h !n land 
battles they appear on tire battlefield; at sea 
they can appeal' about.! a ship or ri.se Lip oift of 
llie water, i'hey flghl as regular troops until 
dispellcd. a le e .l ^^sf li 11 > disbelieved, or 
'tes i row d. Ihfill 1 st,i I i si ics are as follows: 

Move: 3 Melee: 3 

Pefjauer 2 Charge: 3 

Morate: shield,''pennant Mivsiter 3 

Icon: swords 

"he shadow trpnpj do nul lose effe^t | veitesi 
when hit in haute, bill 4wo hits are sufficient 
to dcsl ivi-y i hem. 

SfMiJpw rtvufr. cira ho disbelieved ]>v PCs or 
promtnem NPC leaders only If they are dishc- 
Eicved, the disbelieving character must make a 
saving th i'Oy 1 ,' spell at a -'2 penalty Lo have a 
chance al dispelling Lhcm. 

Whenever i-hadov: trail p.i ate created, the 
DM rods id 100. 11 the result is !e-^ than or 
cqu.:!! to 2v in inns Lhe caster's teyel (for esam- 
plc, a roll of ?0 for a oth-level . .isier). the 
troops are no I illusory, they .1 re rcaf, Real 
troops have used Lhe mat-.ic.-.l energy of the 
illusion" l i,h bridge the gap between the 
Shadow World .ind Cdrilia—and they do not 
disappear when the spell's duration, ends, 
fnsLead, Lhey begin attacking randomlVi or 
atl.ictiirtg units: nearest the cusLcr. Thee can be 
returned to I he Shadow World unU- bv means 
ol .1 Iterdni' wish wz.;h, gaze. or Jj nrctidon dour 
spell (and. in the kirter two c-A£es, thev have to 
tic iviLiifu.il Jaroirgh Lhe opening iOUlehuu i 
Each real troop is, a h-H O in.on.stcr or an 
undead creature of h H[> or tess. 


wolf in the fold 

^eefljiu,n 

(IftusEnij/Phan lasps ) 

Spell Lcvet: .illi 

Racine 1 scjiim'f 

Components: V, S 

Duration. 3 War Cterel reund/level 

Casting time: I .ill n k phase 

Area of Effect 1 unit 

h .-• ■, i n g Throw: None 

this spell , liivv.--. .i ■■■, i •■.ireL to transform the 
appearance of one lliiu iiih i h,ii of a com- 
fileluly different unit. ‘I'hr spell tests for one 
War Card rewind per lave I of the > us ter or 
until die unit performs an action inconsistent 
with ils new form. An infantry unit trans¬ 
formed to appear aa a cavalry un.it could walk 
or run |the cavalry unit would simply appc-ai 
to move slowly) but il a cavalry unit dis¬ 
guised as intanfry began a charge, Lhat would 
dispel the affect. 

The DM should replace lhe War Card of 
ihe affected mut v\’ith no appropriate etfuiva- 
huu I'rum Lhe deck. Naturally, most flpelkasl- 
ers will want to throw this magic on units 
■ IluL have not been revealed yet or arc in 
reserve- 1 : (I here te obviously something going 
on when a iiii.ii of archets suddenly turns, into 
a horde ol monsters rjyhl there on tbs IniIIIc 
tLchl.) LTM- should keep the real Waj CliLtd 
scpai t tc and use i'..s statistics wHic i rbe wyJf 
in ik-t foU Lroop.s engage. 

] he tvi^nirtl and three spcElcaster ,issis1.jul-S 
must p-TfSS l.lirij'jj'h Lhe unit while the ?pe|] is 
Lseing - , st, making gestures and inyoJii.Og llle 
ptswer of l lie spell, 
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-♦- 

r have lT propoiiiioH }or yurt. Gy rirfi-er. J'f’i- 
luajish J will' msi ^ spell! 4 jm dli-ci imiM Co 
escalate prodn rCarm— in' midsummer you in'I, 1 
have more sfJwcr than ihe gifild has evar sc ck 
A eJ wbdt do I i<s k an fiftem? A mere third of the 
prof] i increase. 

—averbrafti on lb* ks of a LSrochl pun 

-♦- - 

he following is. a comprehensive Li.-^S o( 
wizard realm spells organized by caster 
level. Fora list organized hy required 
source level, see payt; SI. 

ist-level caster 

alchemy 

I Alteration I 

lie penes; beer ■: 11 
Geld; ICxB 
Required Source. 3 
Duration; Permanent 

A nuigo can create wealth by spending 
Regency Points to U'areform worthless sub¬ 
stances inio valuables. For each 4 RP ihe 
mage spends. he generates £ Gold 35ar nt 
wealth. S he effect i.s i ust-fsnl unarms at the con¬ 
clusion of ihe spell. AlckmfV can be casS only 
mica pet' domain turn The nifltefijli -1 rvd corn- 
pone nth for the spell .usl I GF4 


* 

? 

f 



dispel realm maqic 

I'Ahju ration J 
RegenCY- .Special 

Gold: K;B 

Roquired Source: 1 
Dtinitinn: Special 

Thi.s .spell allows a mage regmit to counter the 
effects of any oilier realm spell in the same man¬ 
ner that a aUspcf Jriagic works against routine 
spells.. The regency 
eosl Ls equal to the 
regency coiL Hul 
wa& spenL on the 
target spell- ( H Ihe 
dispel ii to affect 
one province ol 
a muki-pTTwinee 
Spell, only the cost 
of one province is 
incurred.) Both casters may bid additional RPfo 
. ktornunc whether the Jirpel i.s successful, IKj- 
pel renter inngte Can even caned the nliemutivc 
use of this spell itescLibed below 

Dispel realm magic can be cast upon <i 
province to protect r from possible realm spells. 
To this use. die pfnrectlnn lasts one domain rum 
) effectively, three action r ounds) per three level* 
of the castor. The RF' expenditure determines 
the power of *pdls the diipttl will prevent: fur 
exam pi e r if the caster Spends -i> HI- 1 the tfuypd 
will prevt nr incoming speLbs cast with 20 RP Of 
less If ini incoming spell were cust with 111 or 
mure RP, the dispel would be cancelled and the 
incoming spell would take effect, 

This use prevents realm spells and halts Lite 
spread of effects such as deniA pin sjjjc, bin 51 
does not prevent a cOniuted oi animated arrnv 
from entering the province and it does nol pre¬ 
vent easting of conventii>n.il (nonrealm) spehs. 

sej^r 

(Divination) 

Regency 5 peci fil 
Gold; 1 GE 
Required Source: l 
Duration: Instantaneous 

The sm spell allows a wizard to peer outside lus 
domain and Whe the equivalent of an espionage 
action hundreds of miles away. The regency 
eost varies with the distance of the target 
province from ihe casters own rl-nuain. I be 
spell costs i KF plus. 3 RT for each province o! 



realm 

spells 









separation; Spying on a prov i«ce five areas away 
from Tiie wizard's domain costs 2D RP. 

Only tlie infonnati-on-gAtheHit-g aspect uf 
espionage in=i>* be used; the wi?-.H'd can't cre¬ 
ate random ecenls or rescue people. El. ilie Lar- 
i'ct of the Spell is a wizard, lie may .spend 
EP against the taster to try to make line spell 
fail. Otherwise il is a ucomaticifk SUs .ess1id. 

subversion 

I F tl t h a n tme nt/G harm) 

Regency: Sjidui.il 

Gold: 2 Cli 
Required Source: 1 
duration: 1 action round 

H> employing a magical campaign of ctaftMi 
aod <i(^estio«s r a wizard ctm force one hold- 
mt;. province, nnny. or lieutenant helonglnE to 
another region to lake a domain or free action 
[regardless rsl whether such a.s.sets normaLly 
may. take actions). He could force a group of 
military' units 1 o declare war and invmli- ■ 
neighboring land; In- could use a holding to 
coiilesl or agitate: or lit- could ms-ligatc almost 
any .kind uf mayhem 

Swimcraiofi is limited Lo one discrete. action, 
and it will affect a target regent regardless uf 
whether he hu-. already performed Ail action in 
the current round 

A cnsL u| 3 RT 1 por level of holding, province, 
or character level of a lieutenant i* required to 
subvert El. ji cost of ^ RP per army unit is 
required, The victim regenr may bid EP against 
the casting wizard to negate the effects. The 
Wizard can, at course, spy ml RP to help the 
spell succeed. The opponent who spends mote 
regency controls whether the S].ksU succeeds. 

snd-leuel caster 

battle fury 

(Enchantments ’harm) 

Regency: 1 RP/ufilt 
Gold I GB/unit 
Required Source: 2 
Diifntion: 3 action rounds 

fhiirft fury, hv inspiring military troops Lo fight 
passionately with hide regard for person id 
Sill els. improves d'e movement rating, mebe 
raring, and charge rating of one War Card unit 


by 1 point. In the process, however, it 
decreases a unit's defense ruling by 1 point. 
For example, 4 unit with move me |il rating uf 
] , melee rating of 3, charge raring of H. nod 
defense rating* of 4 would be altered m rulings 
of 2, 4, 6, mid 3, respectively. 

A wizard may affect two units per esp^t^nce 
level I"nir.r> i.lj be LiJ'iected nmst he in I he _i1 1 ■ 
province :'i:> the c-iister or in a prm mce eotna : pr 
inft a ley line Ov-netl by the caster (regardhiss i>;f 
whether it connects- to the Source in use). 

coffer credit 

(C onjuiatio n/Su m mo n i ngl 

Regency: 1 RP per 4 GB borrowed 
Gold: 1 CB 
Required Source: 2 
nitration; Special 

A wizard in desperate need of funds may case 
this Spoil to borrow money from future income, 
After casting Uti%> spell. the desired amount of 
wealth musically appears in the regent's trea¬ 
sury. A wizard mat borrow 2 Gold Bar.-, per 
level from his future cnpil.il 1ml I hr funds 
must be repaid at a randotnly-dfeLerrnined lime 
in the future, 

Alter the wealth appears, the wizard need 
not rt?psy Any curds for six ad ion i ounds. 
Alter (he sixth action round, hrvww^r, the DM 
i'plIs lil I ? lour t:in cs { rcr-olline, any rJuplj cmi e 
results) lo JeLerminc the repayment schedule, 
i loe-fourtb oi the amount botvowed must be 
I'PJViEd on each acnon round rolled; I bus, if ihu 
wizard borrowed 9 GB and the DM rolled a 2, 
F, 7. and 11, the wizard would repay 3 GB on 
the second action round f 1 GB oo die sixth 2 
GR Oil che seventh, and 2Gb op liic- l-V veil lb 
I he DM need not inform the player 
w-Wll I he money will be due: lie ituv 
simply Announce that the uppropi i • 

. iLt: nil [Liber oi Gold Bars- disap¬ 
pears from i he treasury, 

If the wizard hoiTow‘s 10 
C-B o r more, he rimxl pay 
interest on the bor¬ 
rowed funds. One 
Gold Bar is 
charged 
tor each 

" •“) J 

' r . r ^ 
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10 Gold Bars hcnrowEd (rounded down 1 ! The 
uilercsit added to the total owed lor ilie ]>ur- 
poses of dividing payments, 

If l1 1 l: wizard's treasury is empty id the time 
payment!* come due, the money owed is auto- 
rrutt itZ-iillv deducted tram any income lhe charac¬ 
ter l.uer acquires, U"the wizard ;J.iscofeL!»trej.- 
iinv while on an adventure, any o^eiv1 1 it- money 
iwed immediately disappears irurn his share 
When the wizard collects taxes, any delinquent 
funds immediately tliSilppe-HU from the total. 

A wizard maV uasi this spell on anoUier 
Individual's behalf, The easier moy use this 
-.petl anv number of times- 1>LU the future debt 
incurred could conceivably bring him Lo Linnri- 
cial disaster. 

delect Icy tine 

< D Ivination ) 

Regency: l HP 
Gold: [CAS 
Required Source: 1 
]Duration: Ins hint aneoiiS 

This realm spe.1.1 tumbles a wizard Co learn (ha 
locations of all ley lines passing through a 
given province. The wizard may examine ley 
lines in ?wo provinces per experience level; 
lIllu, a ‘illi level carter may learn the lor.at.innh 
of all ley lines m 10 provinces. The province* 
need nOl he adjacent. 

To activate I he spell , the wizard must Speod at 
least one visiting the manifestation u( CMe 
ol his sources, fhning that time, the muye draws 
(to ihf he^i i>l h!s ahilityI a map ol the area lie 
wishes lu e sin Minty He may "bring ady sketches, 
drawings or notes U> ais&ii-t him, Lull the map 
musl be drawn r>n a specially crealed sheet of 
parchmvni usiug particlitaT inks and quills., "Ihe 
provinces lo he examined are Hum highlighted 
Vrilh ;sn ini- containing powdered.siekliegK 

The spell i mil st he cast in the province Wi- 
Mining the manifestation the wizard visited 
lo prepare the map. When vie casting it 
completed. ih-e snap must uc undis¬ 
turbed. Magical energy then perma¬ 
nently ei vile s the various ley tines 
into ihe map. The etched Lines 
do not indicate the owner of 

+h* lev Lllscs:. .nit'- ,irii-i-.-|ir 

lev lines are displayed 
alongside those 
of contemporary 
creation. 


inflame 

(Enchpri [m LMit/f! harm) 

Regency; l KP/unit 

Cold: : GiVimit 

Requited Source: J 

Duration: 3 action rounds 

Simitar Ui I tar- battle fury Tf il.ii spell, inflame can 

he citist i l i add 11 points lo i he e barge or melee 

piling of a War Card unh. For example, il injUttme 

is cart upon an orng infantry unit with ■: melee 

rating of 3, dial score would l>e raised ns V 

The caster chooses the statistic he washes to 
;ifleet at -.lie time of casting. He may affect 
two units per level of experience. Uriils to he 
affected must be in the same province .is- the 
caster or *n a province containing a tey line 
controlled by the caster (regardless of whether 
it connects lo ihe soutci* in use). 

royal facade 

.(Alteration J 

Regency: 2 RF 
Gold: Special 
Required Source; - 
Du rat inn: Special 

Ibis realm -ipell. employed by the wealthiest ol 
wizards, transform.,* an existing caulk- ; Lower, for- 
dJication or :mildiup; of virtually iiuy kind into an 
;j erthdie marvel. A palace might he transformed 
to leak as if il were built entirely of shimmering 
ervstak. a easily might be altered re> look like 
solid gold. .I lower might be changed to look as il 
it were built of n he mating blocks nf iade and 
coral, or n foi-lres* might be altered to appear iu 
be made of la gg ed shards of obsidian. 

The iransfonenation will likely reflect the 
taste and personality of the vaster. A facade 
created bs jm elf wizard will probably look 
very differs'ui trom one created by a Vos: an 
rv:J wizard might use the .^pell to give his 
towei a frightening appearance, 

The spctL docs not affect the perceived Sue 
Lir configuration ol the structure, only 11 lo 
material from which il appears lo be built. 
Structures influenced by litis spell also Lwoefif 
from enhanced Slreogth; they are treated as 

riiicL: -mne Lor all pUipOHGS I unless (1)4 biillH- 

ing is crafted, of a better material, in which 
case the better value prevails). 

The fiiLudr also Sends a bonus to tout 1 - vn.se 
expenditures, StrucUires affected by rnyai 
facade arc automatically treated as one level 
higher than the actual cnurl maintenance 
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h i : i.!"ii on lhem: thus, j regent whose castle h;m 
j. noy+it [uiiide and who spends 3 Ci fi for an 
acceptable court receives tlie benefits of an 
average conn (as if lie spent 6 GB). A regent 
whose castle is affected lit rorui! facade also 
H 31 n-s a i I bonus to diplorn a cy actions 
attempted Vrithan the structure. 

Ii case on another's hchalt. transforming ihc 
structure coses an amount eqiu! to the original 
Construct ion of the hui Jd int:; thus, a castle 
i.osUng lit) Gold Bars would cost. Another lit) 
( =B Lo aifect with this spell. A wizard ousting 
™¥^ fauik on Ills otx-Ji structure pays one-lull' 
the original Cost—] 5 GB for (he 30GB castle 
A budding jillectcd by this sp*. 11 eo n be occ u- 
[iled normally; the dw tilling is equally as he a LitifuJ 
inside and out. I'he endnantment is pemiiinent it 
pkiced upon an existing permanent staifStire. It 
placed opon a h nil ding created by die ftrcm^hvld 
t^idni spell, the ruyiet faadc lasts three Action 
rounds per level of the easting wizard:, 

trace ley line 

(Divination) 

Reigertcry: 1 BP 
Gold; 1GB 
Required Source; 1 
Duration 1 (l&Laiitanccmis 

2”his ^pvll functions in .ill respects like die detect 
L’y rirtu re-alm. spell, with o.tle important differ¬ 
ence: When the wizard creates a map of I lie 
ingim be intends to study be marks any portion 
of .inv in jute lev line lit; knows to exist Upon 
casting the tpcl!. instead of etching all lev ! 
in 1 be vicinity. the magic etches the entire length 
o= the indicated ley line, Lo a maximum of I wo 
provinces per caster level The magic maps all 
i-.ool ■i.rps and bends in the indicated ley line, 

I lie wizard must east the spell in the same 
province as the manifestation he visits ro cre¬ 
ate the map, hut bn may Irncc a ley line any¬ 
where on that map regardless of trie, 

3rd-level caster 

dema^o^ire 

(Indian LmenMI harm) 


Ibis pervasive. subtle charm plai s upon the 
iears and loyalties ol a province, EnfUieiieirtg 
Lbe attitudes of its people toward its ruler, For 
each b RF a Wizard spends, be improves or 
worse ns the loyalty grade cl ei province bs ooo 
slop. At 3rd level, tie van affect one province; 
Lor every two levels boyond the 3rd. he can 
a I rev I one- additional province :'in other words, 
lAVO provinces at 3{h level, three at 7th level, 
A lid so on). The change in loyalty occurs dur- 
iug ilie adjustment phase of the domain turn. 

I'he wizard rruLst pay 3 RR IVjJ' otek grade of 
loyalty affected in <rfdj province: casting ., ,<ia 
Me kingdom to rebellion could be verv co.stfy. 
The new- loyalty level can Ik- ,i ftected normally 
by various events 

ley trap 

IAhiurat3o.nl 

Regency': 1/line 
Gold; 1GB 
Required Source: ;1 
Diir.uFon; 12 action rounds 

J-C’r fruji is lie signed to barm wi^nk wl ■ i trV 
to deeefmuit, sunder; or otherwise tamper with 
aii nil, tic ted Icy line flic spell affticlb one Icy 
line (regardless of length) and ail associated 
Jiuok-ups. Ihe caster is immune to the haj'infnl 
effects of ibt spell and may usv the It v line ,u 
■wilt. A wizard may cast this spell nnly oil bis 
own Icy lines; lie may not secretly casi Ley ,'r^p 
on an enemy's Litiea as a "surprise." 

A wizard who Lampera with a trapped ley 
line is allowed h saving throw v.s. spell. Sn, lv-ss 
means the wizard escapes inject hm the tam¬ 
pering attempt works, Failure indicates the 
(nip disrupts che wizard's spell; the tampering 
attempt Liiis and lie suiters !d6 poiml.s of dam¬ 
age mulliplied by the Level of the highest 
source on Lhv. line; thus, in the :ase of o lev 
line co n n tit L c d l u a s o u tee (3 i 1 1 •. l: l i c ! i m 
would suffer 3dts poinli of damage. 

Only one fey fmp spell ruiiy be ta.st on a sin¬ 
gle ley line at one Time, but L ip Lo sLv lines 
msy be affected with a single sp-sLL. 


Regenty: Special 
Gold: 1 GR 
Required Soorce: 3 
Gntiiitiui]; Special 
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musk line 

(Abjiarat ion) 

Regency; 6 RP 
Co tdj 3 GB 
Required SoLir^-is: 2 
Duration: 12 action (minds 

This powerful eflvh .1 mmeni hide 1 ; any or all 
Lev lines Lie I origin g to the casting wizard. Xu 
method of location, including Ji r tev( h"V foie 
and trues ley litre. will rovual ley lines con¬ 
ceited in this Spell, [.^ey lines arc not hidden 
from 1 he castor. 

A wizard may cast this s.*itdl on tie Gill or 
another wizard; in that event, all of tile target wiv:- 
ilrd's lev lines are rendered untleLechilile to every- 
Ljrie but the caster and the owner oi the ley lines. 

mass destruction 

(Invoca Lion/E vocation) 

Re gene*; 10 RPAmit 
Gold: 5 GB 

RtUfUlred ftoiiL'cc: 5 
Durat ion 1 11 sta ntancous 

Tills spell can slay hundreds 
of enemies With a single awe¬ 
some b.rrrsge oi devastating fire, 
lightning, tec, energy. or poisonous 
vapor ^ wizard a choice). 1 lie mage can 
affect one enemy unit plus one unit per three 
levels: a -Hh-Lcvd easier can destroy two, a 
7th-level caster three, and so on, The target 
units must all he in the same province as 
die wizard who cash the spall, Bach unit 
a fleeted costs Lhe wizard Ld HR. tlach 
target unit may aLtempl a morale cheek 
to lessees the effect: Ll it passes 1 he check, 
the unit suffers only one hit ol damage. 
Mum dasifuctlon causes some coincidental 
property daitutgc such ns small fires or 
flooding; the DM should determine any 
effects The wi/mvl must he in sight of the 
army to he de$1 royed, hut lie can delay the 
spc!5 : s destructive effects for tip to one week 
in order to reach ihe unit's Location. If he 
leaves the province in which the Spell 
wa * ccist, the ►pt-11 is lost 

' *L' .. t 

i,,. - . . > 
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summoning 

(C 0 nj (] rat La n / 5 Iirmt in 11 ill g) 

Rggencv; 5 RP/Untl 
G 1 jI ii: 2 C B/uni L 
Required Source: 3 

Duration: J month - 1 week/caAter level 

Using a powerful ... t>t the munsHiGrJtn- 

HiimiMg spell, a wizariE creates an army “I mcm- 
serous follower* to do his bidding F.isch sum¬ 
moned unit costs the mage 5 Regency Points 
Sic can sumimoi', one unai Lor each 'l.rcc expe¬ 
rience levels joiie at LSrd, two <l( hrh, three ol 
yth, and so on), 

The troops that appear depend on the wiz¬ 
ard^ level, as shown belnsv: 

I ,eve I I ruoph 
3 Goblin S k i mi ichors 
■ -6 G noil Maw odors or G oblin Wolfi id c rs 

7 -y Goblin GLL|d rds or GnuLl InliU luv 
UJ- Stonetfown OgreS 

When the spell ends, ihe province in which 
the monsters disband automatically sLitters a 
in ousters or brigandage random event. 

transport 

1 Alteration} 

Regency; 4 RtVunii 
Gold: I CB 
Required Source: 'j 
Duration; Instantaneous 

Transport allows a mage regent to instantly 
move l.i’itOps from one province to another. Hi 
can move one unit one province per level lior 
example, three units move three provinces at 
3rd 1 eve I ? regardless v( terrain Unit-: chP be 
moved only be L w ee i i j >j ovin c os in which tli e 
mage has a magics] source or ley line I- ach 
unit eo he moved costs 4 KR 

Been use this spell is ins tantantOUS-i the 
affected units, are eligible to move during any 
War bfovet following the action found in 
n'hiii.Li this sprll is cast. 

This spell can he used on unwilling units, 
bur che regency C-Ost- doubles to 8 Rl 1 per unit. 
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4th-level caster 

<jold rush 

f Coniiir ation/Su mmumn g i 

Regency: ID tip 
Guld; ] CrLE 
Required Source! 2 
r>lifHtknli Special 

CuEd Tftih increases productivity in jt 11 mllfe 
domain -j including provinces. guilds, and tem 
>• rhf result if- .1 .'nO'i-,', increase in taxes in 
the ne.\t domain turn I n lie wi rig the casting of 
llie tfpell, The re gene detenimreif his tax rate 
ami rO-Sls forcollccEcd taxes norjnaiJyi then 
adds r f0% I rounded op| tu tint iilirttber oi GoLil 
liars enlWled. 

This spall nViy be u^ed only epee in a ninei- 
monch period 

protect source 

(Abjuration) 

Regency; I RP,'source level 
Cold: 1 GB/sourcfl level 
Required Source; I 
Duration: Permanent 

A wizard may protect his source* from dnm tid¬ 
ing effects Such as deplete and 

jipbnn mebbctigbl with this spell, [n addition, 
the source gains a saving throw vs. ihe porion 
source spell, a saving thrmy v.-^ ■spe,'LI is made at 
the level "! !"n-L L source. For e*,inipl“ a source 
I 7) WLUjJd pave as a 7th-level wizard, SucfitSs 
prevents, (he poisoning; failure means 1 ha 1 the 
protect tr-urff abjuration is dispelled md Lbe 
i 1 .'!■:■;. 't is sufetessiul. Also, man i festal ions dl 
Lhc source gain the benefit of he ing sur¬ 
rounded b;., jr lf-Hi'i 1 offeree. 

lhc spell coMJI I IU' 1 and 1 tJH pc3 let el of 
the source to he pimdcted; thus a wizard must 
Spend 4 RP and - t M3 to protect a source (4), 
A further benefit of ill is spedl allows a wizard 
itj "liaiiJt" Regency Poire* in i source, i'bc 
Regency Points may then be used to bidag.iin.st 
,k t ii>iis (such as contest nr n.I■ : that would 
harm i he source It Severn, I sources are ci.HL- 
nechsd by ley lints, any source Lift the Une may 
dr;iw from this RP pool tu dele mi itself, A wiz- 
1 V 1 .1 may add RP to this h.mls ho_V time during the 
Spell's duration. If the jjnjfsi:: .vumvc spell is ever 
canceled, any banked RP revert it> the caster. 

I ha sptrJI b permanent unless removed with a 


















[pwtffCJ-T -■I'Li'.fi rii lrish the death of the caster -ibn 
Cancels the Spell If control of the source is lirmS- 
ferred lo another individual, the source lulls -i 
saving throw vs- spell as- a wizard of (he new 
regent's level. Success mdienLes that iho spclil 
remains intact; failure means the Spell i s CO celled ■ 

recent site 

( Divination} 

Rcgem y: 1 Rf' 

Gold: L t:t5 
Required Source - 1 
Duration- 3 action rounds 

The re:LTitFri .die tefllm spell allows the casting 
wizard Lo COfStiPliously pinpoint the Ideation 
of other Mgei 1 US within his domain. By concen¬ 
trating lor u few moments, the wirard becomes 
aware of all repents within provinces in which 
he has holdings, beginning with those nearest 
to him The wizard gains n menial picture ot 
the detected regent as well lis j mental picture 
of his inrtnediatt sun'OLindLOgs (guildhall, tav¬ 
ern, woods, et-Cn) imd sense of the general area 
(a eerutifi neighborhood in a large city a 100- 
foot radius of forest., a peasant village, and SO 
On}. The detected regents ere completely 
unaware of the spell. 

5th-levei caster 

death playue 

(Necromancy) 

Re-fiusnev: I HP/province level 
Gold: 2 GF 

Required Source: 3 
Dnruonn.: Permanent 

An evil wizard can create a horrible, pestilent 
plague that, depopulates on urea. reducing an 
affected province by one level. At. Sl.h level, the 
wizard aitecLS only the province in which the 
spell Ei cant For every I wo levels beyond the 5th 
(beginning a I 7(h lava!}, he can affect one 
additional province adjacent to a province 
Sim., k in tliv Jeetlb pdjignv possibly 
injecting the kiiigtlom 
of another regent. 
- t ’ r . 'the plague 

spreads at the rate of 
Of>e province pci action round 
until llia ivltimm area 02 effect i±. re-ached. 


'Hie RF cost is equal lo I li+; sure of che aitected 
province levels; it Sthdtwsl mage who poisons 
three provinces (dl rnti.Sl spend 12 RR. DEspf! 

:- _ e lZJ-.i^ 1 nragic or fck&f hind can negate Lhe effects 
of the deJib plague in one province blit only if 
cast in the same action round as ihe province 
Ls affected. 

fei<rn destruction 

(Alleriitjonl 

Regency; 10 RT 
Cold; tO GR 
Required .Source 1 
Duration: Li action rounds 

When a wizard casts (his realm spell, he 
Causes a palace, fortress, village, or town tu 
appear to be destroyed. The method of lb,- 
apparent destruction Ls chosen by I lie; wizard 
at the time of casting; a locale may appear to 
have been sacked hy an army, ravaged by fire, 
beveled hi - a tornado, wiped on I by -1 flood, or 
devastated by a great magical blast, 

In real Lev, the destroyed 1 ten is unharmed, 
No manner of divination however, will reveal 
(ha area as anything Other than damaged The 
affected are,i docs not radiate magic 

Persons within the area of effect when the 
spell is cast witness 00 change: peasants in a vil¬ 
lage will have no idea that outsiders view their 
town a.s a wasteland <>nly strangers who enter 
che area after the spell is cast witness Lhe destruc¬ 
tion. ‘Jo their eyes, inhabitants going about tlmir 
normal routines appear to he cleaning up afW 
the devastation and lay ing to set their liviis in 
order If they speak to locals, they hear LaltiS of 
despair instead oi residents’ actual words 

A wizard can affect one province per ihiec 
levels: thus, a 1 Olll-level caster could affect lhe 
appearance uL three provinces, 

protect le^i line 

f Abiurat ion i 

Regency: Special 
Gold: Special 
Requited Source; 5 
Duration: Permanent 

I his realm spell allows a wizard to protect im 
lev lines from tampering by an enemy wizard, 
The spell .safeguards affected ley lines from the 
tifjcfjrute ley fi Fit- spell, as well LIS similar mice Ls 
created by the rings of Ivy. Protect ley liW offers 
no defense ior sources or their manifestations. 


Lines iirukvted in tins manner also gaji 
saving throw ui^utlsL Ihc rKhder ley Jfwc spdl- 
Ehc line is allowed n caving throw vs. ;poJI at 
the Level tvl the’ highest-level source on thi-e 
line! thus. a ley line COJlLh; vied Lo a Source (7) 
would gain a saviitg throw vi. spell as a 7t.lv 
Imtl wizard. .Success prevents the sundering; 
failure means !1 1 i t he pruitfet icy line abjura¬ 
tion ls dispelled . nd the Sumier is successful. 

Ca.siin^ the spell . osld l GB plus "1 KP per 
lour provinces the ley line Ci'i’iSSev, Thus cast¬ 
ing i h is spell on a ley line tha 1 begins in 
province A, passes through provinces 13, Cl; □, 
»nd E. aud ends in pry v inue T would cost 2 
1 rR a (id 4 KP. E look-ups, on ilic- I e \ line are 
[irnl ected a Luo additional cost. 

Hie protection created h 1 , this spell is per¬ 
manent unless canceled by Limited wish, wish, 
.ciOiJi-r Jina. or a similar spell Slmiild (be 
wizard lint: himself nSe-dList; lo dsacUvat^ Or 
siotdci .me of his onn ley lines, he may do an 
ivithoui penalty I ,ey Roes uuder the effect of 
this- spell must he nas hi Lained normally. 

stronghold 

I i. unit i tit< iurt/Stimmoning | 

htegeucyi SpeciaE 
Gold- 10 C=!i 


Wj l h I his s p ell. a ni age wca ve s a h arr I e r of 
impenetrable ms^si and fog thai prevents any 
cn^horeS IrOm entering or leaving a province. 
Regardless of Lheir actions, creatures are turned 
qround hI.ihI find themselves emerging from the 
niist rll- Uie Same spot they entered It. A wizard 
or priest with appropriate spells or magical 
items has -i 1096 chance ol succesttully leading 
up to out: petwn per level through due mist. 

A jtu£ll Ciu'i ward one province aL 5th level, 
two at 7th, three at QUi. .nul so on| WVdiKg 
costs h Regency' Points per province affected. 
Wars, and diplomacy arc all hue impos¬ 

sible while a lioiTvhfig is in ellec-t. The caster is 
immune to ihc- effects of his own warding .:n■ I 
may lead as many individuals through rhe 
mists as he- wishes. 

6th-level caster 

defection 

I Enchantment A harm) 

Regencyi I RP/unit 
Gold: 2 GB/unii 
Required Source; 2 
Duration: 3 acliOJl rounds 


Fiequired Souiv;e; 7 

Duration; 3 action rounds,''caster lerMI 

Ry means of Lhi.s spell, the wizard conjures :ij> 
a ensile, tower, fortification, or building <yf my 
hind. The Ti P coal is equal to the Gold Rjr 
cost of Li insii-n, l ing an equivalent stronghold, 
hut difficult or remote terrain dot’Sri'1 affWl 
the magiujl torsion. E'ur example a easele (3) 
normally costs 3(1 Gold Bari-: this realm spell 
can do (he satin- fur 30 EP, regardless of where- 
the castle is pUcetl 

I’hc wizard Cj|() make the canstructjrm poi- 
niaoent with a pf rntiincHty spell. buL he age$ 
ICJ years in Live process Ehe wizard can dis¬ 
trust Lhe sfrongfeolti any rime he wishes If he 
dies without the castle being made permanent, 
il fades I com existence. 


1 * 

ard s domain .: 

warding 

i Abjuration) 

or in any j 

adjacent 

j.jCr’- 

Rsgtfi.Cy: 3 RP/province 
( m il: 2 GB/provuvce 

Rei.jiiirt’tl Suurcc: b 

;jr 

' 4 ' H \ 


A wizard can cast this sped to steal a military 
mill from nn uppusing regent, thereby bnnjpng 
I he umit under his own control. The defecting 
uniL Is treated as one of the wizard's units ijnr 
that t’l another regent or an appointed licu- 
iv tin 111 slit Led in the easting of ihc spell) for 
three action rounds. Die unit will follow scs new 
taldtJIts' orders implicitly, if the- uniL survives- this 
ehloi'ced service, it returns to its original regent 
■wiieri Ute spell's duration lapses. 

IIjc easier can alicci one unit for every four 
b^pf-rlenot' -eve Is; Lhus, a l5th-hwel wiz- 
LSril could bring three enemy units 
under iiis temper, Hi 
units lo he ,i ffetred 
must be in the 
casting wiz- 
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13nra(run 3 action rounds 4 1/taster Iewj 


province. In addition, s hti wizard must know 
the location cf the units to hr affected by the 
deft aim spell. 

ArtV atte.in.pt to command an affected mili¬ 
ary uuic with an order other chan those t> ps- 
caEty given in battle will break the spell. Thus, 
a uniL could not he ordered to run off a cliff, 
f'ot e*u mplc 

■/Th-lettel caster 

levSon of dead 

! Necromancy} 

Regency 4 RF/unii 
Cold: 1 GB/unit 
Required Source; 3 

Duration: I month -r i weekdevcl 

A skilled necromancer can sum coon the 
.in- icnl dead to his aid, raising a uniL ul skele¬ 
tons and zombies to do his bidding. The wiz¬ 
ard can summon one unit ot iimfe.ul minions 
for each level above 6th no ;i 7th4evel caster 
summons one unit, mi bill-level Miter sum¬ 
mons two. and .so on The wizard must spent! ■ 
Regency l h oinrs per unit. f-Ic must remain wi'li 
his undead army o> the spell wilE be broken 
and the army will collapse 

Refer to the Untiesd l.cgitm War Card tor 
large-scale combat inforiLiaiian: in standard 
game terms, each, unit Comprises about 30CJ 
zombies, mupsLer zurtshfeH. skeletons, and 
gtimi skeletuiks. 

ley ward 

(Abjuration) 

Regencv 3 
Cold; 2GB 
R?quin?d Source: 5 

[>Uration: lh action rounds ■£ domain LuruiJ 

TlljjS spell is designed to harm or bill wizards 
who try to iir^cti'Mle uricJrr. or other-vlfe t,nu 
per with the affected lev line. The '.jjdl -ill*- l.i 
one IcV line fregardless of length} -imI all ASW- 
ciatcd;' hook-up^. The caster is immune to the 
harmful effects ol the spell and may US^ the 
lev line at will. A wizard may vual l life spell 
only nn his own ley lines or or the ley linn-, ! i 
C oiiseol i ng wizard: he may not secretly u"J si up- 
ward on an enemy's Lines as a "surprise " 

A wizard woo tampers with -i weirded lev 


line is allowed a saving throw vs. death magic, 

lie may cO.. Regency Point*. or blood - 

1 1 ne si rtmgl.h points to improve his . hqnces 
(receiving fl i-l bonus for each point spent). 
Failure indicates the wizard h killed: success 
means tH* wizard suffers ld-t point5 (jf dam- 
igK multiplied by the level n < lie highest 
source on rhv hne. Thus, In tin- .isc of a fey 
Ii!ia cn 11necicd to a source (is). l he victim 
would suffer tid-l poinLs ui damage Whether 
the Limpcrci succeeds <n fails rhe saving 
throw, the tampering .it lj=-es’i|>t falls. 

Only on* fey ward spell may be casi on a 
stugk lev line aL one time, bill mull ipie lines 
maybe warded with multiple * pells, 

raze 

I Invar ation/E v OMlion > 

Regrncc Iff HP/structure level 
Gold; 2 Gb.'damagc level 
Required Source: 5 
duration; Instantaneous 

Castles and furtifieuLions can be reduced to 
rubble by means of this spectacular realm 
spell. Reducing a Gisrle hy one level costs It I 
RP, so razing a castle (5) costs oil Regency 
Foinss. I here lh no limit to the amount ol 
damage that a mage can cause to a casclc 
through one tpefl.— he nmv simply rudui e il in 
level or itmy destrov ic outright—as long .vs he 
ii willing 10 pav the required regency. Materi¬ 
als and prepair.i i ion cost 2 C-B peE level of 
damage the fll.lgjf intends lo cause 

Foitihed holdings can; be reduced !0 norms! 
holdings through this spell but they .ire riot 
otherwise damaged- The wizard inulSi be in 
sight of the castle to be razed when ho ensrs 
the spell A 11 (I be must perform the prepara¬ 
tion.', on the site. 

8th-levjel caster 

shadow block 

j Alteration! 

Keyeuiy; 2 RP/provfnce 
Gold- 3 G&,'province 
Required Source 4 
Duration; ii action rounds 

.STiadow block prevents- idl creatures trom Will k ■ 
mg in L-.i or out. of the Shadow’World in a spevi- 
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I it;it province. thus effect even applies, to 
li.itfliiigi who normally can pass into and out 
(if the .Shadow World at will i'tic spell dot’s 
not affect movement within the Shadow 
World. A wizard ,-.nn jilect one province per 
three experience levels, 

qth-level caster 

deactivate ley line 

(Alteration) 

Rr n cy : 3 R1 J 
Gold: 2 CB 
Requited Source: 4 
Duration; 3 action rounds 

! Iris powerful re-ilrn spell allows a wizard to 
temporarily d^activ.ile a Lev line. Drawing 
mcKiaighl iron: .■? source along that lev line is 
impossible foi three action rounds. Magic east 
in the same prm'iiK-e as a source i.j unaffected. 

because the flow of nitdilmijdd b disrupted 
filling Ley Lues, this spell may affect, i single tint 
|>I urn- kngLh Any ley linos (including Iwok-Upb) 
connected to the affected 1 i r^f ibil iirc nut pow¬ 
ered hv smmees of :l'-eLi' UhTI also cannot he u.sed 
L'he casting; wizard must have a .source <y. 
ley line in a province through which the Urged 
lev line passes.. The source can he as iciv, as a 
source <0l and due;. not have to he the soMl'Ce 
l lu.il power*, this spell. 

\ sue c e s s rol I is re q u i red for c li e spe I ' t o 
succeed, With :i result of It) or better (on .i 
IdJb; indicating success. The roll suffers a -?. 
penalty il (he caster is merely guessing a) the 
Ic-V lint's existence rather than knowing iis 
lacatiotl With certainty. 

If i hr wizard successfully disrupts a I- v line 
and wishes Lo do so again on the fnl f ow i u.g 
action round Ithus increasing the period of 
diHruprion), lie gains a +1 bonus to hLs coll for 
the subsequent spell, This benefit li cumula¬ 
tive for opto three attempt, The victim must 
continue to pay mainJ^imnce on Lhe deacti¬ 
vated line or it dis.iqijces pamwinently. 

11 the Larger lev line is under the effects of a 
prctcci fey Jitie or fey ward .spell, ivfiJ v Icy 

fine will lull jutotiiuLicufEy. 


enhance source 

(Alteration l 

Regency; 2 RP +1 /new source level 
Gold; I GB 
Required Source; 2 
Du ration: 3 action rounds 

Hy means ol this realm spell, a wizard can 
improve one source holding by onr Level. The 
base cost of the spell is 2 RP plus I RP pet 
new |boosted) Level of the source: thus, a 
source (51 increased to a source |6 1 would 
cost the wizard d RP (Surd 

I bis increase works I'm the purposes of 
spcllcasting only and does not affect collection 
of Regency Points or other fee tors dependent 
on holding Level. 

The spell may be used only once pei year; 
iiUirnptS to cast the sped more than once in a 
year result ill Ldlute 

\ success roll is required lor the spell to :-uc- 
ceerl. with a tyiLI c( -3 or better ion a Id20j indi¬ 
cating success On .i mJ! of ], lhe Spell biic-kfirest 
all ley hoes cinjinatiog from I lit larget source arc 
cftfnrtmifsd per dip spell for two action roll n<Ls. 

i oth-leuel caster 

deplete mcbhui<rFil 

I Alteration! 

Rcgcncv; h RP 
Gold: 2 GB 
Required Source: rt 
Duration: 3 action rounds 

This spell allows a caster to inhihif 
mebhaiglil in an enemy's source. 

The target source drops one level 
fur the duxatikm. of the spell, 

Thus, .i source fo) is treated as a 

source (4 i for purposes of 

spell citing; ill Other 

domain functions 

I such as KF cciLlectirnii 

are treated normally. • 

At loth level, a 
w tzaril may reduce 
Lwo- sources m the 
same province bv one 
Lev- l, or .may reduce one 
source hv two levels 
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12th-level caster 

siphon mebhaiyhl 

Regency; 6 l?! 1 
Gold; 2 GB 
Required Source; b 
EXr ration; t action rounds. 

A w i y; i r-rl who casts this spell may sted! 
utchhaiyhl from another wizard's Stum v Ot 
transfer mebhiiighl lictumeii two of his 
sources 

The target source is reduced by one Eeir-I {or 
jni fposcs of spell casting., Thus a source I b j is 
treated as a source ! 4 ! when casting re a hr! 
Spells; olhcj domain lunctions are treated nor¬ 
mally. ihe siphcpTcd level it thfn transferred to 
another source [usually one cynirolk'd hi ihe 
caster I, For purposes of »pellcastinR, that 
source is then treated -is one level higher. 

The c<i.s l*r may also transfer mchhaigbl 
from out of Ins lY", :'i sources to another source 
Tin: l,h get source can he his own or that ol i 
wizard with whom he collaborates, 

the two sources involved must meet m Ift.isi 
owe or the following criteria; 

+ I hev a re i n the sam e p rovlnce 
+ They arr in adjacent provinces. 

+ One of the sonrt.es shores a province with a 
ley line rctminus or hook-Up of 11'm other 
source, 

A t loth love!, the caster nigh i. mifei ;i«o 
levels of mebhaighl from one of bis sources to 
anoLher single source; he nUiy not stoat two 
levels from an enemy stniree I i : S ca.sr ing 
costs 12 RP and 4 GB, 

When lhe spell ends, all niebhnighl reverts 
Lo its original sources. 



sunder ley line 

[Altera L i on j 

Regency 12 RF 
Gold; 10 GH 
Required Source: 6 
Du oil ion: Permanent 

When i wizard e^ent cists this spell, he severs 
si'll l* ley 15of his choree. Thu= sovared Icy line 
then collapses in both directions until u reaches 

j terminus, . .cu, hook-up, or connecting ta\ 

line- 1 lues effected by the protect .1 y I'rWtf spell 
g.iin ,j saving drrow aeaiiiiH Ihe n IT-set I sec spell 
description). 

I his spell has ho effect on future attempts 
to forge Icy Jim's in i lie me location, 

16th-Level coster 

poison source 

(Alteration | 

Rcgjenev: .! RP/irtagic potential level 
Gold t GR/magic potential level 
Requited hoLsrce. 7 

Dural lou: I ac iiou rcuind/4 caster Leveh 

Among some circles of ijiiRcs, this realm spell 
i* believed 1 u h x fsi. in legend only, hi'.her SUfh 
Is Indeed the case, nr :1i* spell is so rare Th •: 
only a few wizur. U ire ahle to east it. 

foe potion wun? '.pell disrupts ihe flow ol 
nichh.iichl in a province in such a way that all 
magical afe l.emporarih rendered 

powerless Mu wizard, even the caster of 1 liis 
spell car' draw marital energy Iron! iin 
affected source 

A poisoned source s.s treated as a iit?-iI• : *.y 
source lor ill.] in rjinaov except spe I Lasting- 
Tlius, ijih wizard collects Regency Reims; and 
pays maintenance costs ,is uSUnl. Any lev hncs 
alt ached to the poisoned sourer function nor¬ 
mally except they tapncH draw magical power 
from the poisoned source 

The caster musl pay RP and 1 ill according 
to the magic potential cd 1 ha province; thus in 
j province of nlemnUi ins •‘ate-d :)■■'&. the easwri' 
niu.st pay 12 RP acid d Gfi for ihe spell to 
fu n cttnri 
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hr age of myth. C.VnflJ vti-v clodtad in (jckct 
urni mciEjic. Those Eniag-agn dtfVS be,lure ike cdta- 
rtjwft ■ 11 Mount DeutHtiiir awifc birth itf lirCartii 
cr&atUft-t, I'j'jsU projy powf^kl (buir tbc greatest 
p/ fliiMt Indeed. in Ji e Vi- ihiSe etc tiiUrti 

.mnuhiirm Tv-rfJJfeccd oXnHgcidfi the go<fi Ihtunscli'e.r 
‘mhm iht gr.irtf! OHM froJ OiTiJ-finn (u vrn rrJ rr rbr 
LiltiJ. 

—Dane Tharcnsoft, stOftl-dlct- of the 
Gnutr^kka tribe in F-fogumui.it'k 

- ♦ - 

illle is known about, i hr 1 gtitratiitliiighg 
P j-.i ROD-a-lays), creatures nf !*genil 
Raid to gram boons Lu wizards. Whether 
the beasts were companions. servants, nr min- 
ions of the god .5 j Historians cannot say. Jo fact, 
whether they to..-si e listed—or continue lr> 
exist codat' is a subject of controversy. 

Garradalaighs are said [o appear only to 
those men and women who Cfn\enllv embrace 
magiu. The beasts supposedly walk with such 
■Ml willingly, offering then skill £ dhftlrf 

lbiJil'c-i in exchange tor potions and 
magieal treasures of other payment. 

Scholars who iicce-pl the Itgpnds as 
Irulh say that, while i lie power ol these 
creatures huS diminished since ancient 
tim.es, they are still lomiidable. 

Scholars have named each, garradakiigh for 
iho wizard who first recurred its presence. (As 
sightings date hack to itie days before the 
Deismaar cataclysm, 1 li^ye wizards arc all 
elves. 1 I he great tires' I rue names arc now 
known only to the tong-d eud jr^tls, Lost to the 
those names are I tie subject a of u-cca- 
diofial quests by overly Inquisitive apprentices. 
Il is rumored that to know a garradalaigb's 
true name is to bold absolute control over it. 
The garradaiaigb then becomes not merely a 
Companion, but soldier, servitor, and partner, 

i this ei Lmc, any wizard uil.!i control over one 
id" the creature r emsId become powerful 
I'nsingb. to sweep across lhe l.mtl laying 
dtieiaiiis low with a wave of his hand. 

LceemE hokLs that it is possible fora wizard 
rcgent to contact one o t the sc creatUreS 
though the m. thuds arc n-'L foolproof Ancient 
tome's and tales offer Several means: 

+ fine hook inenl,i(.ms a spell s.iid to summon 
^djii^Jal.iigls’, I ■ lj 1 . 1 n.ime of that r^icll 
has been lost, li Is said to have cost a minor 
fortune in COIttpOilonts and required elabo¬ 
rate pi'or&L'Ivm-, Nonetheless, Lhe spell is 
reputed to have worked only about 1 W of 
the time; when it [ailed, it usually claimed 
its would-be casters as victims. 


+ A 5 n.ynj h- t :a, ory among first-year s-tude nrs at 
the Royal Culls pc 01 Sorcery says that a 
gai radiilAigli might simply appear before a 
chosen mage, seeking Lhe Company ol a 
spd Leasee it SiiJi a visitation would he rare 
in the l-s 1 rori'..,-, unheard of in recent history, 
+ 5 here arc imports ol :ip ancient dark device 
that tugs al the lit-ijri ol .1 giirrntlafiiiph, forc¬ 
ing It to do the bidding Of n wizard Like the 
summoning spell, umsi scholars doubt il 
ever exLsted 

+ El is said lhaL a nan-evil wizard can call one 
of the Re creatures by simply meditating—in 
doing so he Lelep-ntliiv-alty makes il under¬ 
stood that he desires ihe cn-nipaninn^hip of 
a gitrradalaigh According to legend, a crea¬ 
tine summoned hv this means always h;is an 
alignment tha. matches the wizard' * 1 : 

The legends alvo say that when encountered 
these creatures gram boons in exchange for 
some kind of pay min! fry its l be wizard. The 
payment could be at simple ,ts providing ■ om- 


panionsbip. .is evpen^in- as supplying potions 
or magical items [which lhe beasts Lire pur¬ 
posed 1.o ctdlect—and sometimes eat), or as 
involved ns completing a quest, 

I he 1 refll-Llws may arrive and Leave within 
1 lie S-i ni“ day or accompany a wizard for a year 
01 mure, VtosL tales describe the creatures 
Staying for only a -ew days, then returning to 
wherever they till home. 

Woodst«en, wizards, and expert trackers 
have never been ilj4c to find Lhe Lairs u( these 
creatures. A fc-tv wlifft thought themselves close 
co finding ;j k:ii diSiippcared without u trace— 
perhaps vir.T in 13 of tS garraditbigh’s ire 

I lie night garraddJ*ighs described in these 
pages arc powerful creatures o[legend ihm are 
said to enfov the com pa nv of hm&'v WV nynsl 
stress the mrthical nature of th^.Sr: l.u-a-1^ 
however—their cxlst-ijhcc has never been .titi^s- 
flictorily documented. Lt is possible that some 
exist and othrrs do not... 

The SEiLtistics prDvJclcd. arg^CJiTrapcdated 
from fU)Uont"LcxLs 'iVtiuLp no Coi:sesi.RUS could 
be found among various sources, the Informa¬ 
tion is listed as "Mythical or "Unknown." 

DM Note; If a garradalalgh appears m a 
campaisn, its power Is such that when rblNng 
for hit points the DM should count all Is. Js, 
and Ts as J& 
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CUMATEO'FRR.M N= 
FREQUENCY; 
ORGANIZATION: 
ACTIVITY GYCL,F: 
DIET: 

INTEU.KIEXCIE: 

ti?f.ast;r.H- 

AI.It.N MbM; 

SO. APPEARING: 
ARMOR CLASS; 
MOVEMENT: 

KIT DICE: 

IILACO: 

NO. OI ATTACKS: 
DAMAC ^ATTACKS; 

SPECIAL ATTACKS; 
5 PECIA 1 DEFENSES: 

MAGIC RESISTANCE: 

SIZE; 

MORALE: 

X\> VALC L: 


Any 

Mythical 

Solitary 

Anv 

Omnivorous 
Except!anal (L3-L6,i 
I, W 

Anv iroiHi 
1 

3 

15, H 1 2 fC), Sw2J 
14 
7 
5 

LdWidG/Ldiay 

idia/ias 

hpeJls 

Immune to missile 
weapon. 1 ! 

55% 

M [S'-b'.i 1 call) 

Elite (141 
9,000 


L-'erbaph the must physically pOWi?fful of the 
garrqdalaighR, the Audreeana (aw-tlree-AX-a) 
ltK?ks like ,, patchwork hcast. It has the body 
i.4 i hurts, LiLOUgh ll-S legj? are shorter. thicker, 
,'rnd end in grasping claws H* tJlil is Song and 
Llshljke Sprouting from iis back are mo bat- 
Iike wings th<r-— uoUsfr il ts 0ying,—remain 
Folded into its body, nearly invisible beneath a 
shaggy band of hair that 4 in le.$ rE: neck and 
extend* well down iL J back Hie l'.i eat ulc has 
two heads, one equine ilnd Oilt- simian Each 
tu:- sharp teeth for rending food and attacking 
toes, It is spotted grin ill color: the hair about 
its neck is deep black, 

Although Hit andree-uts has a s-jng.Sc per¬ 
sonality, Its heads have different functions. It 
can speak any human Of ctanuhlllTMJi language 
fturntiv 11 1 rough its simian bead and communi- 
cates with all other warm-blooded animals 'i-:! 
its equine head. If either head is severed, the 
Creature dies 

A strong, fast swimmer, it can bfe<H he sv..n*a 
as easily a.s air L"he an dree an a can cast lilt: fo* 
lowing spells each once per day <it ilie 10th 
ri'i.,- 1 ot ability, F.SP Aivin cT'ijfiUTi+'Mr: ckiff-auJi- 
lF ree, cifllAv/urfre. delude, SH£gCSfi(?rt; tottfftffpu: 
jfd.tJcnd IwHcfl per day it c-ttil cast Mrtpi'Oi'fd 
irisiTEbility. 

A Wi7.,iTri companion g.iin.H Lhe audfeenim i 
ability to communicate with warm-blooded 
animals—at long as the iudfeiAUH is within 



the wizard’s line of sighl (independent of Scry 
ing cirvicea such 35 in'-tcai halEs). 


Co mbit: The audreeana iirsi u&e.s spcllai, 
reserving one improved iMviiifrifFly enchant¬ 
ment for belf-prolection Lt attacks in melee by 
biting: each successful bite inflict* JUlG points 
ot damage, hs !nT hooves can inflict ;dl- 
points oL duirnact- acid its rail CMSfi IdS- 
pomLs of damage. The iad .strikes anything to 
the rear or sides of the creature-. 

The audreeana is immune to dll missile 
weapons, include the followinc misSilelike 
spells' incigfc Jttl&ftlp, tuimc n!mm\ MiifflJ mfHiKe 
meteors- and \felf !s ucid srftiw. T, is not immune 
to other -spells- 

Hflbital/Sofietyl The audrueana ivoids other 
creaUifes, preferring to spend lime alone in 
contemplation. It lane its mou maintops, heav- 
iiv wooded forests, und desolate lands crossed 
by rivers or .streams, Folklore claims it wan¬ 
ders the mountains of HrecluEir. prcfeiing ihe 
ranges on the easlerti side of the KrakenEiau- 
rteht. t he audreeana is cicrious ahum. watfarO, 
thoii-ph ii h-i - nn interest in participating >n 
largc-SL?de biittles. 

Ecology: The audreOaiU In'eS no known preda¬ 
tors. though it Lends to prey on all manner of 
Things, especial!-, fish, plump gamebirds, lull 
grasses, and L'ipe li'iiir. 


no 











breiryn 

CLIMAT L/T LKRAIN: 

Any 

FREQUENCY: 

Mythical 

ORGANL'AIKJN; 

Solitary 

ACTIVITY C\t E ,F: 

Nocturnal 

DIET: 

l r nk ntm-n 

INTEL LlC t N C F: 

High to exceptional 

TREASURE; 

(13 16) 

F 

ALIGNMENT; 

Chaotic good 

NO, APPEARING; 

Unknown 

ARMOR CLASS; 

“2 

MOVEMENT: 

LH, Sw Ifl 

HIT DICE: 

11 

THACO: 

0 

NO, OF ATTACKS; 


DA M A GW, ATTACKS 1 

2dL,'2dh (half 

SPECIAL ATTACKS; 

during daylight \ 
Acidit Web nets. 

SPECIAL DEFENSES: 

spells 

+1 blunt weaporui 

MAGIC RESISTANCE: 

(ii better u> hil 

25% ^{1% during 

SIZE; 

day 1 ight) 

L (o' to 7 1 tall) 

MORALE: 

Chump io n (1 fi 1 

XP VALUE: 

7 


The hr olryn ^ M- H.F~ H rln< vaguely resemble:, a. 
trutSStW Spider 1 l has only tour less, hut those 
cnrf In ebony, cloven, huQvtts, Its fare is apelike 
and deeply wrinl Jed, ending an a piggish snout 
and lu'ij king. downward curving tusks. Its body 
is nearfy as broad a& i; is tall and exudes j. rcpul- : 
-live, mi inky ■ ■<kn. "Hie bieLryn's torso is covered 
by coarse bits OJ. hide I hat look like broken 
glass l(s legs .-Mill kmg, vvhLplLke nil are smooth 
and shiny. Ir is said Co be dark gray. 

J his ere ,1 lure moves only under the caver 
nt darkness, akltfd by ila magnified senses Lis 
ears can pick up ;i bLiman heartbeat at 50 
feet. In daylight US senses drop in strength - 
-1 c.in -ec only 30 feel, ji i.b practically deaf, 
Els normal damage is halved, amj its magic 
rosislanee tails. 

The breiryn speaks most human tongues, 
and it can communicate with freshwater fish. 
Once u ds>. iho breiryn ean cast airy ivyn ; r. .is 
il i( were » 7th-lrvcl wizard, twice a day. I lie 
hittjyM CH.I.I CUfj'J ilifll' r.'rriSi!!’iV . pet die SjwEf, 

While Li wizard LS a cumpanirm to the 
breiryn, be gains the ability tn breathe water 
rind to s-ec for !>U feet as i f he had in fra vision. 

Combat-; This garradalaigh avoids daylight 
tombac at all cut-L j, At nigh I, however, ir is 



quick in join a tight when wizards are in, jeop¬ 
ardy. When fighting, the breiryn reatE, up (mile 
back lejgs-L urfing its tail for support, it sti ike.s 
with its front hooves, though the blows are 
not hard. an unusual venom secreted from the 
hooves inflicts the real iUim H ig.. , and proiee- 
tinns from poison are useless. 

5 1 ■ m |d i 11 np, e very for ir rouaids t he creal urc 
cao spit in: ijildFe web net, The riel is 1.1 feel 
HCILiait and capable ofengulfing one |..,siye fig 
tire, two VI t\/a figures, . ir fhr&e S-slte tre;i- 
cures, The web indicts hid poinis nf damage 
for three co nsec Lit ire rounds mu! rlieii .lissi 
pates, lb break free. ihc victim must roll more 
tha n ha I f of hiS St re ngl h sen re 1 ■ ■ 1 ] d2( I 

Because of the hrelryn's unusual liide, 
edged weapons in tike no damage. How>". v- 
+ 1 or herrer hlunt weapons inflict full damage 



Habitat/Sod cty: When the breiryn .i.hSLidato 
Witll :•! human, it is only with, a wizard, usually 
one below 0lh level, ll consider;: higher level 
mages stuffy, Few other details have passed 
down tli 11 nigh the legends, which generally 
plrttti dm l tvaturc ftroCLiid the Zll-flingc K?tvi 
in centra! Khkiasi, 


Fcology ; \ breiryn can cal nearly anvthing— 
plan! or animal. Its chief dtlieacie.-- are 
reported t£> be putioki. other consuniuble 
magical items, anti cantfie'i; 
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cabhoio'h 


I I IM A! L/TERKA1N: 
FTtEQL ENTlY: 

ORt .ANI4M ION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TRKASLflE: 
ALIGNMENT: 

NO, APPEARING: 
ARMOR CLASS; 
MOVEMENT: 

HIT DICE: 

Til AC 1); 

NO. or ATTACKS: 
DAMAG E/ATTAC KS : 
SPECIAL ATTACKS: 
SP1CLA1 DEFENSES; 

MAGIC: RESISTANCE: 
SIZE: 

MORALE: 

XP VALLE: 


Any temp ere It 
M}thiu I 
SohLar;,-- 
Any 
Special 

Genius (17 Ih) 

F 

lawful good 
1 
1 

3, FI IS IB) 

Si 

M 

I 

1 M 

keening. spells 
1-25 or better 
weapons Lu till 


M {$• lii 4' tall. 
15 wingspasj 
SnMW (U) 
D.OOfl 


The cabhaigh (ca-V'-VY ! look* like a crus a 
between a liege Irug anti i tlregonfly. Jr* body 

bulbous and its Ktick-likts legs, enu in daw^, 
Protruding from its baek ate two sets of g0» 
samer wings, The crwtu.re can change its 
vivid -itEois, tkougb nnne of these hues seeir- 
quite rtUtUlill 

The ore.LU.ire phsfer* m fl ,Lnd is capable of 
carrying up to 350 pounds. Walking ls a slow 
3 rid iivkft-M.rd jimcflfiis nn its stick-lhkn leg*,. 
Uall i Uv « f I i.t; s fro ili place to place, perching 
tike M bird<iii branch an and rooftops, where ii 
curt ger ,i good , iew of what is below, The Crea¬ 
ture is re port ad to speak human Longues-, 
elvish, and elvish dialects, A wizard in ih-t- 
ortmpiitiv Ijf i be cahhaighi can eommunh a I* 1 
iiieiwubio t!ly is 'it a it. 

Twice ,t day tin: ca;hbiigh.cun. call upon a 
special pnJyrciLirpih ability lh.it lets i 1 '.urn into a 
dragonfly 1-4 inches lung for 8 hours; In this 
form, ii retains all ol ilft ;d i lilies and hit 
point.- ' hire a day il r..-ir. jvi ii'vi.*iorp.b another 
individual or creature, into -i dragonfly, a form 
lasting 3d4 turn-. A ..Airing throw \s, spell 
nellies- the elk- i In addition, Lt cun ca-sl twu 

1st-. 2nd-, autl 3rd'.eve-1 spolls per dav. &L the 
dth level of ability, 

Combat: This cnbhaigh ii fierce fighter, It,- 
kerning weapon I ir es u harsh. high-pitched 



iotirul. radiating outward In a cone 2 tact 
across AT rh-.- creature a mouth. 15 Eeei long, 
and 15 feel wide at the end. All those caught 
in the cone suffet Id5 points ul damage. Fur¬ 
ther, they must make a saving throw vs. 
p.i I'.ijvsis or be rooted to the -Spot tor Idh 
rounds. I he cabhaigh can use its keening 
weapon three tunes a day. J "ne c.ihhaigh s bile 
".nilL l* I -, only ld.4 points of dangige; Is prefers 
In ,:>c tbL■: as a Last te£or:, stayi ng on L ol 
close combat. 

It is i in possible to strike the cnbhaigh with¬ 
out at least a -3 weapon- 

Habitat/SotLcty; This gaiTadaliiph is said to 
dwell on temperate mount bns apart from civi¬ 
lisation and most Othei forma of life. When d 
does seek the compLiitiorship oS a wizard, ii 
docs so rarely and hfit:fly—usually only when 
an odd loneliness overcomes ii , Fi Isa- also 
been known u> -cek the compitny ol oilier gnr- 
radabiigltS- IVil- = .s most often pLi e this creature 
in eastern Kb mask 

Fctili> 5 tv: ! be cabbaigh bus few predators; 
ninjl of Lliesc air cvlS huniau,-, gisblhii, and 
ogres, 

ll mbsists on very Liltl:.-- potions when :L 
cj ei kind i hem, s-pcSI component-, and blades 
oL grass that have been washed by recent 
fains- 11 i.S said never to kill for food 
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C UMATE/TLRRAI N: 
FREQUENCY: 
ORGAN1/.AJ 3 ON ; 
ACTIVITY CYC T F: 
IJTETr 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 

NO APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT PTC E: 

THACfl: 

SO of ATTACKS: 

D AM a o fv attac K S: 

SPEC I A!. ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE; 

MORALE: 

XP VALUE: 


Any wiide mess 
Mythical 
Solitary 
Any 

Ucrbbvu roiis 
Genius I 17- 1S ‘ 
R 2 . 5*2. 'I 
NnulraL 
l 1 iikrKnvn 
4 

9, Ip l-ti 

7 

i.1 

4 

144-1 I / L r]4 - J 
I 2 d -1 I/a (14-1 

.Spidl- 

Iie i R'enrratinn 

25% 

M (4 Mr tall) 
Very steady | I !1) 
4,270 


Hie daegitrtcLll (DAY-gan-doilJ is llinU^ht Lobe 
Lhc hrisblesl lull! wised of -!■: gafl'iltLilaight 
ft h:lS Iiii i=;t muscular back lr:g:r on which it 
1 tipi around quickly, jcoVtrinR considerable 
J i s Lane c s. Its smaller front legs .nil ii I>.■ ■ i k ,|- 
like claw*. I Li line sLTcteTic.s nurwiiyd hkr ihu 
visage or .i gnotl, »nil iLs ears an? i li■; m(l 
pointed I lie ,. feature's shiny pelt is colored 
with various shndci of brown; : he |i>n^. mus¬ 
cular tall is di-ghtly darker, 

Li favors grassy plains and open L+nd, where 
it can hop lor great distances withoLii dodging 
trees. eogk.«, and other obstacles. H Lwever, il 

can he fo.. in lightly-wooded gmyes and on 

Low. sloping hill sides.. 

The creature enjoys being thought oi ns a 
mythical bcasi Ibui appeals to iss sense of l yin'. 

!l is reputed to speak elvish hatfling, and ■:•. 
smattering; 4'huiiuiri ipTtgUos It is able jo read 

in.iiiy df, hahhng, and In.. writings when It 

Llv rtifi across them ami y'.ousidsrs it.seit” a 
Bchdtsi and historian 

I lit: iLwgandaJ has a quick mind for magic 
and ca.ll -. 1 sL any of the ft?!!owing spoils ai will 
each nnc; per day and as it'c-isl by n flldi-lcv-cl 
wi^atrl: Sc.;,--, C^Jdiari liiJ^ol .^Jt«iJfc lutmf, H'rtff 
Lit Ins. i'i'D. cloud ffuemrik frflffe; FnVs quilk 
mini jog■ EcL addition, three times a dav it can 
iaf Hp. pm- the wizard spell, to chasticEillv a illu¬ 
me nr It? own Leaping ability, A vicurd who is a 
compart ton ot the dacgandpl likewise can 
eniav t.he use o( the spell th rw times a 



day without memoirizinu it Further, the dae- 
gandal c.in ,. jsL ^pdis hum scrolls .is an Kt.h- 
le-vel wriaid, 

Combat: Ihi.s crealtite is 
loathe pi pel into physical combat 
with iis foes, since n i Dot immune to 
normal weapon,s mu i its Armor Class is 
relatively high (emu pared to those of other 
paFradalaighs). Wl-r forced or coerced into 
a struggle. il first nlrempts to use its magical 
abilrries^melee is A last resort. When faced 
wri.h a close figl 11 In- 1 !eg;irulai r*sts on its 
long uil end Lashes OKI with its .. laws (which 
inllict ld4+ ■ pninT.s of ii,image each) and its 
icet (2d4-1 points ear’ll). When obviously 
losing a fight. it will, ntrertipt to bound away 
Lo safety; letting its tygeuemtion ability bea] 
any Wounds, lhc dactaudnl u.„-i regenerate 3 
ii i points even- round 

HahiljiL/Suriety: The daegandal spends 
most ot iis lime alone. Isolated in quiet grows, 
it spends hours poring aver old tomes -md 
scrolls. I hr dAegFmr_1.il is supposedly the n.u 
radilaigh mosr prone io seek Lhc mm|JAuy 
spr-:.casters. '■■: cording to legend, it haunts, rki? 
hljudk lartd& tordciing the Taet Firth., 

Kcoln-gy: VIlls panadalaigh dn-c.s not jltw mi 
oiher aoim i(s, El is herbivorous, eacrrig brnad 
leas r eil plants dioice routs, and new grass. 
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<m/wal 

CLlMATE/TERRAlN: 
FREQUENCY; 
ORGANIZATION; 
ACTIATTl 7 CYCLE; 
DIET: 

INTELLIGENCE: 


TREASURE: 

ALIGNMENT: 

NO. APPEARING; 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THACOt 

NO. OF ATTACKS: 
DAMACE/ATTACKS i 
SPECIAL ATTACKS; 
SPECIAL DEFENSES: 
MAGIC RESISTANCE; 

SIZE: 

MORALE: 

XF VALUE: 


Any 

Mythical 

Solitary 

Day 

Herbivonttjj) 
High to genius 
(13-iSj 
S. V, X 

Lawful neutral 
l 

-4 

24 

6 

15 

1 

3d 1S 

( j i?j£. Spells 

Invisibility 
15%, immune i o 
IsL-leveS spells 
S P'- 3 "i 
Fearless < 19-20) 
4,270 


Looking like a dusky blue armored caterpillar, 
[he gjirigsL (ga-REE-jall) is [lie most ptarzling of 
the gareadaUigihs because of its mode of travel 
Though it moves quickly over nearly any type f if 
terrain, it has no legs II has J magical moans of 
propulsion ami .j magical quality to its eon! I Ml 
gives it a remarkable Armor ( jssh. 

] he gartqal has eyes like black diamonds 
that are starkly visible amid its pale scales, and 
a shiny black, twitching -nose extending neutly 
a foot away from its body 

The creature can communicate tcicpatllically 
with any spell-caster In addition., it can Speak to 
insects. A w izard in ihe company ol a gili'igtil 
gains- the ability to Communicate with IttSeCi'-, 
too. as long as I be. gurigal is within 6U yards 
The gjrigal cat! Uiffl (twin Me at will, (hough 
rt'nSUtft be visible Lo use its gaze attack, reliisse 
>pells, or attack physically. Ill addition, ic can 
us* I he folldwirig clcricitkahi jiionce a dav, 
, 1 S i i' ii i Urh level; c£iir ns-.': f.v n^nds. Jeter: 
vision- defrcl jutnsrw. dcj.-: i midt.r und pin:, post 
.'race: Jftccr coalmi idpamdj mm-nunc 
.rurttenjp mjecir. 

Cowliat: This gatratkiIaigh tisesltttiflfbiliiy to 
help ii -ittack with surprise. 1 he creature 
M tiek:s physi;.';V\ with n lone, whiplLkc tongue 
[fij-i is rough to ihe touch miH'I. cn.itcd w:th a 
sEirny Wbstance thdl inti iv is 3d^ pqjnts#j£ 
damage per successful '.trike Ihe jlimy fluid 


destroys ncnmagical leather anti clo th jn !r!fi 
rounds. The garigal uses its trip and shwhob 
msaett abilities to keep targets offguard. 

The erearu it's most formidable weapon is 
its gaze, 11 lias two distinct gaze tfttacks, each 
usable once a tiiiy and each with a cono-shaped 
effect that men Sloes 1 foot wide „jI the crea¬ 
ture 's face, 90 feet long, and bO Dvr wide at 
the end. One gaze .urack strikes liU ihosc in 
the area af effect ■■■. ii Ii the eqcdyalenl of i shat¬ 
ter spell. The second attack acts as a ray of 
enfeeblemcnt, an if cast hv a 7lh-levej lyivard. 
Often, after using the first gaze attack in bat¬ 
tle. the garig.:! .scurries among its victims, lap¬ 
ping up arte traces of potions lind were kept m 
now-shattered COiKid nens. 

Although tin; g;u i gal does nol go linking for 
fights, it is perhaps the most eager of the gar- 
radalaighs to do hartle 

TTi-ibit-.it^Socictvi It is said that the garig.il 
seems to enjov the compit 11V of human wizards 
more than that ol half-elf or elf wizards, l/rg 
ends most commonly pLnce it in the swamp¬ 
land* of eastern Amiire and western Ktiinasi, 

Ecology: The garigid is a vegetarian, prefer¬ 
r ing rotted plants to living ones and sruU king 
on deceiving hi Li ol logs However, ii it is. hun¬ 
gry it will eat live plants, And, like several 
Ollier garradalaighs. it adores imbibing nil 
m ,i n ncr of magi cal el f vi l-s 
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rhoe<rfm 

t-UMATEfl RRRAIN: 
FREQUENCY: 
ORGANIZATION* 
ACTIVITY CYCLE; 
DIET; 

INTELLIGENCE; 

1KEA5URE: 
ALlGXMENT: 

VO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THACO: 

NO. OF ATTACKS: 
DAMAt tEJATTAC KS: 
SPEC1AI, ATTACKS: 
SPECIAL DEFENSES: 

MAGIC RESISTANCE: 
SIZE; 

MORALE: 

XP VALUE] 


Any 

Mythical 

SoUutv 

Air 

WildffoWcrs 
Exceptional (I.W6) 
S, l U 

Neutral good 

Unknown 

fl 

IS, FI IS (A) 
y 

11 
4 

Id8*4 
Wing buffel 

1 2 or better 
weapon to hit 
?&% 

M l? tu-i tall) 
Fanatic. (iLi 
7,000 


Ttu: rhoaghu (ROOM) resembles \ human 
child, chough irs skin [ 3 the coin: of rich, 
brown earth. Its long, flowing locks are green 
and leafy. Wings at its UTists, elbows, knees, 
a n il anJi tes I o ok like Li rgL- | e r n 1 c ave s. c on- 
iLancb m motion, The eyes of ^bc chsieghn arc 
rti most striking feature: l-irge.. sauced ike, and 
Adless. Black as midnight, the eyes reflect 
everything line rhucglni Hoes 

Surprising!/., strong, the rhocglin Cfltl carry 
lip to 400 lbs, in flight. The rhoeghn can alter 
iU appearance at will, taking on the shape of a 
d-eer or a dump of waisi>bigh ferns. 11 speaks 
inoit human atud df dialects, but cannot speak 
'■i animals. I hough able |p read scrolls like a 
mage, the ihoei^hn has little interest in scrolls 
"'i.i,| are not nature-based. Twice a d.i\ il. can 
use an innate spi\zk viib pitmts ability. 

TV rhocghrt'Si Bens-cs aie mule. picking up 
the slightest whisper or spotting the smallest 
detail, Il tan count grains of sand by touch. Ms 
sense of Smell allows Li Lo dccec.i poisons and 
other toxins with fusl .i whiff, 

Combat; The rhoeghn's dcxtcihv grants Jt a 
+d reaction adjustment to its surprise rolls. It 
pretcri lo iivoid fighting When iiecessarc. 
however, it strikes willi the ra/o: sharp claws 
on its hands and feet The creature uses irs 
wingn to i.eep ir in rhe air So as to attack with 
itSL of its limbs each moud, 

In addition, every three combat rounds the 







rhueghn can employ a wing buffet attack. Thia 
is a cone-shaped effect o feet wide in front of 
the creature, 15 Jcct wide at the end. and 23 
feet long. Everyone and everything weighing 
less than 300 lbs. within l_hc cone ns List make s 
s.oing throw vs. paralysis with <i 3 penalty or 
be blown backward by the wind. Those who 
succeed in their saving thmu^ suffer ld4 points 
of damage from pell mu, by small objects kicked 
up by the wind, Those who fail Ibeir saving 
throws sutler 2dd points of damage from living 
down back VJh feet—unless 
Ollier obstacles {thdl might 
i'.« even more chimagr j block their wav. 


HahiLat/Scciety; Ancient revtj say that the 
rlioegbn rarely enjoys the company of any wia- 
Jfds, but ls most likely to seek nm (hose of df 
dcsceul The texts identify etven fores is, par¬ 
ticularly tile CauEladaflight in norrhsan, Kl)i- 
naai, as thy rhoeghn's home 


Ecology! TJ« rhueghn has few predators, as =i 

is difficult o catch and .does little to offend 

01 her ere at n r e s E i bunts onh w'ih El U iwcrs. 

dining on tfe dainty 

blossoms and rain- 

soaked perils. Ii is 

especially fond of 

eating lioncv- 

mi cldc and 

violets. 
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siddwyrid 


lUMAVE/TERKAIN: 
FREQL LXCYl 
ORGANIZATION: 

AC I I vm CYC I F.: 
moi 

IS lELLIGENCE: 

IITLASDRE; 

ALIGNMENT: 

NO. APPEARING; 
ARMOR CLASS; 

MOV LM1ZNT; 

HI T DICE; 

THACO; 

NO, OF ATTACKS: 
DAMAGE/ATTACKS j 
SPECIAL ATTACKS; 

SPKCLAL DEFENSES: 


MAGIC RESISTANC E 
SIZE: 

MORALE; 

XP VALUE: 


Any 

.Mythical 
dnl i ta ry 
Any 
S pqc if..; 

S-Lghb I13-J4) 

V./1 , S-- 2. T 
Lawful Nelli ul 
1 

-1 

9, El Ld i B I. Br d 
13 
7 
2 

lM4.'Ld1: 

Etectfitity, 

Ivgh I n!iija; holt 
Immune to lit- ii.rt.-tl 
2 nd-!cvi:i wiidid 
qnd priest sp?lh 
HMn 

L { LO-12' long) 
Fearless ( L9-*0) 
6,000 


The sidtlwyUjd {ij 11 H -wind | i- th? loa^t inreiii- 
gent ot the garradaEiUghs It is said tl> look like 
A long- snake, buL it it ti cm ally a lung, thin 
1 1 v;ir hI l! 'i,i h four clnw-ctl L??1. 4 formidable 
Looihid |aw and a whipJike tad that cFackl?* 
with energy. It is L're e ni s h brown in color. 
camouflage that iflowi Li lo blend in with its 
torrmindings. Tianslucent wings sprout Itom 
1 ho pr>i nt where its-lei's join its irunk. I Lies*: Lit 
bid: ugainsr the creatures sides -.dici ir is mov¬ 
ing along the ground or Lnintnvi n g. they baUocrtt 
fi lif: saih as the yfifdwynJ Likes flight.. 

I Ills garradaiaiph is reposted to be familiar 
tillh many human find deisflliiiman tongues. IL 
e.rnL communicate telepatliroilh with lteards 
and snakes. A wizard in the company oi a sid- 
dwvnd cnjoVs pri'lyetioi: froiti attacks i'j 
ctlcs and snake$ 

Twice .i di" v. iiik- airborne the sidilw-yrtti can 
release .■ (fehi'niusi Ml lpL:r the spell) inflicting 
6d6 points 0 ( Hamate, the Lirg?t CJin attempt a 
saving thrm- vs pel] ibr hall damage 

Combat; I he -.iddwyo'.l ftgbl.s only 4 it or hs 
oortiyiiii.l.ions arc in danger. I', begins corn ba t by 
risitiE into the flit ind letting Luos? h- lighMiiiijj 
bttlti Xe S l , iL dive:- on :i ehos&n target, 
attempting to bite. A successful yiri'*e made at 
',he culmi nation of a dive im'ii u ; mini mum 
damage of H points, One? on die ground, it 



Con I inues to lute and to strike with if S t-lit A 
successful tail slap inflicts Id 12 points of elec¬ 
trical damage \icLims wearing matal armor Of 
who are sLjpdUig in water suffer ail additiomfl 
lei4 points ot damage 

This fearless gd nVi diija j ph will figllt to the 
death (it docs not believe it tan h? defeated). 
However Ll the ihidwynd is willl h ci.manoid 
ffitirids and witnesses sonic of them withdraw¬ 
ing, in mat' do the sitm« It retreaLs by burmw- 
inj, Liccaus? Lb? creature considers itself an 
casv Lirget in the nr. il will % away only as a 
last resort. 

H ahitat-'Socufty: The siddwynd Cillls noplace 
Imme. I his EsrrmbtUigh appears tJi the iolk- 
lore of all five of L'qriliak human tribes, as well 
in clvan and Jwiifven legends. 1 ll-J creature 
reputedly loves traveling—no matter what die 
terrain ■< liiiialc. Il i- afi niUfh Jt Home in Hie 
moutitivios as on the pbimsy in tempenue 
acmes an-1 I he frozen north. Particularly Jnnui. 

atvidc .ii'eafl arc another .. however. 'Tccr 

a dav of iL'av'cling ncrOsS cold ground I lie p;u- 
mdfihhjh will burrow deep Ivcnaath Hi? sinface 
to w-U'Wi up and sleep- 

Ecology: I he ere At tire treasures sper, 1 , h,i 'ids, 

used fi-Jt her tokens.do her ly.m; ed -".jl 

tmiidc.d items Sor select dining. When ihe'sc- 
are not-available it I'eofl t upon tnsec s nnd 
small rodents. 
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tualleiag-ht 


CLIMAi'H/TERRAlXi 
FREQUENCY: 
ORGANIZATION: 
ACT] VII V CYCLE: 
DIETt 

] NTELL1CENCF; 
TREASURE: 

ALIGN MLN11 
NO, APPEARING: 
ARAIOK Cl ASS: 
MOVE M ENT; 

HIT DICE: 

LHACO: 

NO, OF ATTACKS: 
DA\I.\GEAATIACKS: 
SPECIAL ATTACKS: 


Any subterranean 

Mythical 

JwlFtajy 

Any 

Special 

A&r T, VV- 2 
Act 
T 
0 

15 , Hr 13 
13 
7 
2 

2 d 4 / 2 d 4 

Spclli, constriction 
i I nr better edged 
weapon', n.> hit 


SPECIAL DEFENSES: 

MAGIC RESISTANCE: 3t)9fr 
ST7E: L fy — L J 1 Ei.in jt J 

MORALE: Fanatic: | I7J 

XP VALUE: H.lJud 


I’hc cnri Ueitight (to-AI I ee-atc) is a .malte* 
Hhapcfl , «iislurc with a thick body and a dozen 
rmy ckwfed feet along h -: underside. Its head is 
li'ttjc and vaguely h uma n, making sunns schol¬ 
ars ihink il is related Us nag,is. Ii has a double 
row of remarkably strong tee ill in its lower jaw 
and a single row in the top, which is longer 
.ind protrudes over 1 he boUum lip, ['he 
t.ual.lei itghl 's bod', has nu scales, hut its 
Smooth, deose skin is variegated in color. I lie 
lip of the creature's tail is barbed with a myr-* 
iad of tint ieethlikc spikes that match the 
color of its head, 

rhis garmdkilidph dwells evclusivclv under¬ 
ground. Ie raises ii.s bead above ground only to 
jid i glimpse ui what in happening on ibc s Hi¬ 
laire . An eircellertl burrows i, ir moves as easilv 
through the earth as most men sv a Ik upon it., 
■Inti it can clit (I)rough stone at u Movement 
rate ol 3, A wizair] wLih Lhe tuallc Ugln can, 
once ;i day Jor Ic'A turns, move with it lie crea- 
Lute (hmugh the ground, matching its speed. 

■his creature is repelled to speak the km 
guages n| ktibolds and burrowing mainmal.s, as 
wdl as dWiul balflmg and human tongues. 

Ll.e LLudlelagln can cam ,iny of lhe following 
spcils, each emee per day, at the 12th level of 
ability; bu!d purtuf, duf^rtiiii J5' radius,' vp.iwe 
shape jrjjpsmate rock to and r. ■ .a me 
lhe creature has in fra vision to 12il feec ,ind 
tun see easily in magical darkness. 



Combat: Lh : .s gjin-ndaEaigh can attack with its 
bite and spiked I ail, each successful atlack 
Inflicting Ldl 2 points of damage, If Lhe 
tmtllelaghfs target is size M Or isualler. it also 
s-m employ a constriafi.m tiLLuck. This Inflicts 
Id® points of daniOge and causes subsequent 
bite anti tall strikes to have l +4 attack bonus, 
11 is immune to attacks Irms: blunt weapons, 
no matter how m,igwal. L.dged weapons of I 
ur better arc required 10 Strike the niallcLaghl, 
Il the tuaSlciaglo Finds it&elf in jeopardy it 
burrows to get uttviy, twisting about in its inn- 
nel Lo strike those liicilbFi enough id pursue it, 

Habrtat/SncietV: When in Lhe company of ;i 
wizard the tualleiaghi seeks ttUearn about 
.tvlFvfties above givniiid, flii-- j> not idle curios in-, 
but a wav to keep its :Hl)d active and busy. Ibis 
gatriidalaigh appears more nfu-n m the folklore 
of the Vo5 than in that of any other nicec 

Ecology: The '.UiiLleiaght can e,il ilitL uiptl 
rocks. However, it prefer? to dine em kolH^di, 
and unrefined Ore 
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M agic permeates the very air; earth. and. sea of Cerilia—yet escapes the 

mastery of all but a rare few Those who control the continents magical 
energy can call upon forces incomprehensible to the r^l of its inhabitant.*. 
These powerful figures are Cerilia's wizards: adventurers, advisers, and kings whose 
spells can affect the destinies of thousands- 

. “ * 4 ,1 * • . t 1 , . 1., - -c? ' * *5i .L. 

this H-page book contains everything players and Dungeon Masters need to make 

wizard characters more distinctive, mysterious, feared, and true to the BIRTHRIGHT 
setting. Inside are details on: 


The secrets oi sources and ley lines. 

Strategies for building and maintaining a magical domain. 

Spells unique to Cecilia, including new convent ional spells, realm spells, 
and war magic. 

Cerilian magical items and Mount Deismaar artifacts 

] he status, philosophy, and role of wizards in each of Gerilia s spellcasting 

cultures. 

The unique magician character class and the study of magic in Cerilia, 
Near-mythical creatures said tn grant boons to wizards fortunate enough to 
encounter them. 


Warriors, priests, and rogues beware: The wizards of Cerilia have Come to power! 


S SR. Inc 

201 Sheridan Spring* Rd 
Lake Geti«V,l 
Wf SS 117 
U.S.A. 

Suft. Retail U.S. .S20.n0 


TSR LuJ 

!'20 f! 11 llfc h Lnd 
C herrv \ linmri 
Cambridge CB J 3 LB 
United KiJi&cUtin 

CAN S26.00 U.K. £11.99 



AiiViLMXU EXNiiEONS <S D#-vr..v ■ - h ■vjivj.IliuI uiii rnuck o»v,;,d LwTHfl >. 

B16.THKTJ4T unil ili.- THIi Ihmm Li.'idtnu rtu cmatd. by TSR! lne Ct'lRi; THK- l^c. All ti^.-iLS rettrvHl in ill, 1 . 

31 I 7 XXX 140 I 


oonze 























